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The ScrewAttack Bolt! 


Every month in the front page | 
hide a small ScrewAttack Bolt so 
you can find it, the lucky one: 


gi Viper.fox 


YOU ARE WINNER! 
Keep Hunting! 


EDITORIAL 


SGC! Celebrate your 
indepence! Next year... 


Wow this year has been of big 
changes on the website. Des- 
tin leaves, Jose leaves, Chad 
get married, no SGC! What can 
happen next!? Mo wait, | take 
it hack | won't jinx it anymore... 
although Chad getting married 
is only bad for his girl fans... 


Anyway a lothas happened du- 
ring the following months and 
it's been really interesting for 
many of us, specially having no SGC this year, man that really made 
me sad, imagine during the 4th of July weekend raiding over the ho- 
tel with Keith Apicary, raving with the Director of Awesome, meeting 
the 91's oh man $0000 many good memories butis sad that this year 
we had no SGC and with the upcoming 2012 apocalypse there's not 
much time to wait for another SGC!!!! | want more please! 





Anyway enough ofthe craziness again trying to do this magazine is 
really though without any submissions and is getting hard to find 
people to submit every month the enough material for every issue 
and posting blogs aboutit doesn'thelp much, gotto find away either 
doing videos and asking people outside the community then, I need 
more submissions please people! 


Moving оп, | would like to make this magazine something official to 
ScrewAttack, something Similar to what happened to The Retro Hun- 
ters, if you guys are interested on pushing this magazine as a big 
monthly 91 spotlight and that it appears every month, just start de- 
manding it, no spam please that's never good hut ask for asking the 
magazine something official, what other websites do this for their 
communities??? "wink wink 


Yeah that would be really incredible ifthis could become something 
official for the ScrewAttack Community and obviously I would do 
this regularly like 2 blogs every weeks asking for your articles, 
blogs and awesome content. 


11 leave with that поре you enjoy the ScrewAttack Magazine of July 
oh and HAPPY INDEPENDACE DAY! 


Hybrid Rain 
Gerardo Mejia 
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THE INTERROGATIÓN 
ШИ 


Yes... just Chad... 
The merch guy who helps us when we 
want ScrewAttack Merchandise! 
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Cee 


“i 
We are back with the interviews, it’s go- 
ing to be wild people because we have 


this time... CHAD! 


What; your real name and where 
are you from? 


Chad James, originally from Mission Vie- 
jo, California 


What’s your Gaming Preference? 


Fighters/shooters/platformers 
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As a kid, what defined you as a 
gamer? 


| played pretty much everything. Fight- 
ers, RPGs, platformers, shooters, RTS. | 
LOVED video games and would play 
pretty much anything | could get my 
hands on. 


Fighters especially, | can still remember 
the day | first learned to throw a hado- 
hen in Street Fighter ll. | thought it was 
the coolest thing ever. 





What do you think of today’s vid- 
eo games? 


While I’m not a fan of motion controls 
and 3D which has a TON of focus right 
now, there's still a lot of really great 
stuff out there. The thing l'm most ex- 
cited about right now is, what 1 call, 
the fighting game renaissance. Street 
Fighter IV’s release showed game de- 
velopers that fighting games can still be 
financially successful and due to this a 
lot of gamers are getting their favorite 


Chad - The most ashed question is... 
do you ship internationally ??? 


^ In the madness that is the world 
of merch. Chad has been sorting, 
sending, boxing our ScrewAttack 
Merchandise since 2008. To the 
right a photo of him weeks after 
losing a bet on the HO, yep he has 
a beard... 


fighting game franchises back. Such as, 
MvC3, Mortal Kombat and Street Fight- 
er lll 3rd Strike: Online Edition! Plus a 
lot of stuff coming our way from indie 
developers are awesome! | find a lot of 
indie games really capture the random 
fun of playing games: in the 8-16bit era. 


in the gaming industry, do you 
admire someone and why? 


Pd say, l'd admire Seth Killian, Capcom's 
Community Manager. Every time l've 
had a chance to speak with him he's 
been very friendly and sincere and he 
works his ASS OFF. Seth is always trav- 
eling and being run ragged promoting 
Capcom's stuff never with a word of 
complaint. In his own words “1 told my- 
self that if | got this job | would never 
bitch about something | would have 
previously thought was awesome.” 


Besides video games, what other 
hobbies you libe to practice? 


| play guitar, sing and skate when | can 
find the time. l've been playing guitar 
for .... man... like 12 years now апа I’ve 
been skating since | was about 5. Also, 
recently l'ue picked up the hobby of 
building/modding fightsticks and have 
really enjoyed it so far. 


What did you do before working 
on $crewAttacb and how did you 
get this awesome job??? 


Before ScrewAttach | was the Store 
Manager of Game X Change a local vid- 
eo game store. One day Craig, Tom and 
Liz came into the store and let us know 
who they were and we let them borrow 
games form the store for reviews etc. 
Then, *dramatic drum roll* the Craig 
and Tom split happened. When Craig 


27 / WEN YO fi 
i y ji b © SEREWATTACK MAGAZINE - JULY 
I UM P, 


was in the store next | told him | heard 
about what happened and asked if | 
could help in any way. He knew | had 
experience running video game tour- 
naments and responded with “Yea, ac- 
tually. You want to run the Iron-Man of 
Gaming?” | accepted and ran IMoG “08. 


During my time prepping for IMoG I got 
to know the staff pretty well and had 
made some comment: to Craig about 
how he could improve his merchandise 
system, since | had previously set-up the 
merchandise system for an online Air- 
soft company. 


Well, as it happens the owner of Game X 
Change was to be selling the store and | 
had no way of knowing whether or not 
the new owner would wish me to con- 
tinue running the store or if he would 
rather do it himself. So, | reached out to 
Craig and let him know what | could do 
for ScrewAttach and after some talk- 
ing | was hired. Since being hired at 
ScrewAttach l'ue come to enjoy things 
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| NEVER thought | would like doing. | 
was hired to handle merch and now 
somehow | find myself acting, scripting, 
filming and even the occasional review. 
Its been pretty awesome! 


Vou just got married, congratula- 
tions! would you libe to share with 
us the story? 


Thanks! The story would be a very long 
one as April and | have been together 
for over 7 years, but I'll say the ceremo- 
ny was wonderful and the reception 
was euen better. lt without a doubt 
truly was the best day of our lives! 


Have you ever been recognized on 
the street? 


Every so often, someone will recognize 
me and say hi. It’s pretty rare in the 
normal world, however whenever I’m 
out at a convention it's much more fre- 
quent. m not offended at all and I'm 
more than happy to say “hi” and thank 
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people for supporting ScrewAttach. 
without people watching we wouldn't 
be able to do what we do and | greatly 
appreciate that. 


What has been the best moment 
you had while working on $ere- 
wÁttack? 


Hmmm... there's been a lot of great 
memories, but l'd have to say my fa- 
vorite moment ever was SGC. The con- 
vention was a NIGHTMARE to put on 
its first year and |, along with others at 
the office was stressed to the max trying 
to get everything set up. 


bi 


But, oh man was it worth it! Getting to 
meet а ton of the gl's and play some 
games with them was a truly over- 
whelming experience. | had a blast! 


What is the most important goal 
in your life right now? 


The most important goal in my life is 
being able to make a stable living for 
April and myself and if | can do that 
while doing what | love than even bet- 
ter! l'm very lucky to have that right 
now, if it's up to me Pll be with ScrewAt- 
tack until the very end and retire off it. 


There was no $GC this year, what 
are you expecting of 3GC 2012? 


To hopefully make it the best SGC yet! 
IMoG, panels, games, guests and fun! 


And now! g1 questions... lets see... 


From Carlioo41: “What shampoo 
do you use to make your hair look 
so great?” 


Haha, nothing special honestly. What- 
ever shampoo April happens to buy. 
Literally the only thing | use on my hair 
is a straightening iron. No hair spray, gel 
or anything. 


From DocNemesis274: "Of all 
the guys at the $crewÁttack HO, 
whom do you get along the mo;t?" 


y 











That's a VERV hard question seeing as 
we all get along so well. It honestly de- 
pends on what context we're talhing. 
For example if its hanging out after 
work Bryan, Jose and Jared, if its work- 
ing on a piece of content its Ben, if its 
worhing on a business decision Craig. 
Luchily we all get along so well and its 
one of the reasons we work so well to- 
gether on and off camera. 


From fidefmash: “Do you have 

a serious addiction to laughing? 

Or is it just a cover-up to disguise 
your maliciousness?” 


lol (damn | did it again) Honestly, | 
LOVE to laugh and to make others 
laugh. I’m a pretty happy person and 
| try and find the humor in everything. 


and the final question: 


Any last words for the gi commu- 
nity? 


m very lucky to be a part of ScrewAt- 
tack and | can't thank you guys enough 
for all the support! The first thing | was 
blown away by when | first joined Scre- 
wAttack was the community and I’m 
very happy to say it's just as amazing 
now as it was then! Hopefully Ull see you 
all at SGC 2011. 
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-VIDEO САМЕ Р; 


From kr ust 


Release Date: July 20th 
Platform: Xbox Live Arcade 
Hype Level: 6/10 


g1 MadHero15 thinks: 


My criticism of From Dust will come more from 

the fact that | dislike God games, rather than the 

actual game's quality. Therefore | feel | may not 

really be qualified to do this preview but I'll try 
my best. 


From Dust is an interesting take on the God 

game. Armed with the elements like vegetation, 

lava, soil, and water, you must save a nomadic 

tribe from extinction. From Dust also features a 

unique art-style and an interesting physics engi- 
ne that reacts to the way you do things. 





People who've played the game so far are gi- 
ving it high praise, claiming its one of the true 
successors to Populous, and praising its physics to 
the heavens. Still, my lack of enthusiasm from 
the game comes from me not caring about this 
genre. For those interested in an awesome God 
game, chech this thing out. Vou just won't see me 
play it. 





Thumbs Up/Down: Thumbs up for the fans, a 
thumbs down for myself 
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RESIDENT Evi: lure MERCENARIES DL. 


Release Date: June 28th 
b Platform: Nintendo 3DS 
Hype Level: 8/10 


gi MadHerot5 thinks: 


Capcom loves their franchises, and this year will 

probably be their Zombie year. Not only will we 

get 3 new Resident Evil games, but also a new 

Dead Rising (well, sort of). Today we focus on one 
of those RE games: the Mercenaries 3D 


The Mercenaries 3D doesn't focus on any hind of 

narrative or plot. Instead it focuses on being a glo- 

rified version of the Mercenaries mini game in RE 

4 and 5. You must fight hordes of the undead as 

Chris Redfield, Jill Valentine, Albert Wesher, the 
fan favorite HUNK, and many more. 


Capcom is doing a lot of good stuff with the 3ds 

so far. Being able to make a port of SSF4 without 

holding bach is pretty damn impressive. The 

game loohs to be pushing the boundaries of what 

the system is capable, and there will also be Wi- 

Fi connection so that you can compete with your 
friends online. 


The Mercenaries 3D may look like a glorified mini 

game, but | feel that it's going to be more. It looks 

to be a great multiplayer and | can't wait to fi- 

nally run while shooting at the same time in a RE 
game. 


Thumbs Up/Down: A zombified Thumbs Up 
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-WIDEO GANE P; 


CATHERINE 


Release Date: July 26th 
Platform: Xbox 360, PS3 
Hype Level: 7/10 





g1 MadHero15 thinks: 


If Catherine doesn't intrigue in some way, sha- 

pe or form, you're a big fat liar. This game has 

caught the attention of everyone willing to take 

a look. The fact that it will even arrive inthe West 
is nothing short of a miracle. 





Catherine follows Vincent, a 30 something sa- 
lesman who's afraid of having a full relations- 
hip with his fiancée Katherine. At that time, he 
wakes up to find an attractive young woman in 
his bed named Catherine, who seems to be rea- 
lly into him, but doesn't want to force marriage 
on them. He also experiences strange nightmares 
which could eventually hill him. 


Catherine is a puzzle game mixed with an ad- 
venture game mixed with many elements from 
the Persona series (not surprising considering it's 
the same team). Catherine relishes in its weird- 
ness, and while that's what makes it interesting, 
it could also lead to style over substance. | hope 
Catherine succeeds as both an interactive novel 
and a game, because if it fails at being fun, | can 
always look up the cut scenes on YouTube and 
be done with it. | hope that doesn't happen, but 
we'll have to see when it comes out in late July. 


Thumbs Up/Down: An intrigued and curious 
Thumbs Up 











Release: July 26th 
Platform: Xbox 360, PS3 
Hype Level: 6/10 


gi MadHero15 thinks: 


El Shaddai is a hard game to preview. Not becau- 

se of the genre, or because of the trailers. It's hard 

to preview because you have no idea of how much 

quality the product will have. El Shaddai interests 

me a lot, but it's that type of game that's going to 
be totally dependent on what critics think. 


El Shaddai is a 3rd person action game with plat- 

former elements. It focuses on a guy called Enoch 

and its story is based on Biblical Booh of Enoch, 

about a priest locating 7 fallen angels in order to 
stop the world from flooding. 





One thing | can say though is that El Shaddai looks 
gorgeous. Its development is being led by the cha- 
racter designer of Devil may Cry and Okami, and 
it shows. The game looks stunning, and its anime 
inspired look makes it look very fluid and unique. 
However, I’m just not sure how it plays, and if it’s 
beautiful look can match its gameplay. I’m intri- 
gued by the game, but need to know if it’s a qua- 
lity product. That's why El Shaddai won't be an 
automatic buy for me 


Thumbs Up/Down: A slight Thumbs up, mostly be- 
cause of the looh 
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Hey guys, Kenshiro3 here. | finished Duk — Re Ре lst week 
| waited PATIENTLY on this game for F FOURTEEN FUCK ING MEARS! 
But after 14 years of waiting, was the game any, qp RUE SES 
WAS! | — had that much fun with a shooter, гап» 
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Duke Nukem 
Forever 


Developers: 
3D Realms 
Triptych Games 
Gearbox Software 


Piranha Games 


Publisher: 


2 б > 
Zn Games 


System: 


& PS3 


CA — 
OS X, Xbox 360 


Date: June 14", 2011 


SCREWATTACK MAGAZINE - JULY 





¿URETA 


REVIEW MAY CONTAIN OFFENSIVE LANGUAGE, NUDITY & GRAPHIC IMAGERY! YOU HAVE BEEN WARNED... 


Introduction? The Duke doesn’t need no 
fuckin introduction! Or at least, that’s 
what one would have thought! But 
Judging from the way this game has 
been railroaded by reviewers taking it 
seriously and bashing it for being EV- 
ERYTHING it promised to be, | suppose 
the king has been gone long enough 
that he needs to be introduced to а new 
generation of gamers! 


Duke Nukem's one liner spitting, mi- 
sogynistic, egotistical alpha male, action 
hero personality & completely offensive 





seems a bit cliché & stereotypical, it's 
because it is. That's the way the cre- 
ators INTENDED it to be. But, as far as 
shooters & games in general go Duke 
INVENTED that stereo type. However 
UNLIKE its common & popular usage 
that stereotype was invented as a form 
of self-referential satire and humorous 
representation of that stereo type. He 
was created to make FUN OF IT of that 
cliché! He was NEVER MEANT to have 
substance or be taken seriously. He was 
created to be laughed at, nothing more 
nothing less. And towards that Duke 
is Second to none; the critic's reaction 
is PROOF of that. And, THAT is what 


makes him the KING! 


Duke Nukem started off as a humble 
EGA platformer on MS-DOS PC's. It 
wasn't till his third outing entitled Duke 
Nukem 3D, however, that he blos- 
somed into the legendary, sexist, misog- 
ynistic, Narcissistic, Ego maniacal, alien 
asskicking, paragon of manliness, offen- 
sive humor, & bad taste that crowned 
himself king. Duke Nukem smashed 
onto the scene as a first person shooter 
with enormous intricate levels contain- 
ing unprecedented of amounts of inter- 
activity. But most importantly it had 
Duke & unheard of levels of his brand 
of balls in your face humor and fuck the 
censors attitude. 


Duke's forth crusade, Duke Nukem 
Forever, was announced in 1997. lts 
deadline? WHEN ITS DONE! That 
was 15 years ago... While everyone was 
waiting for Forever, Duke went on “do 
Lara” in two Tomb Raider Clones & well 
as find himself by reembracing his roots 
as a platformer. 


During the time Forever spent in devel- 
opment hell it went through FIVE game 
engines and was completely rebooted 
no less than TWICE, because the дате”; 
creator & director George Broussard 








hept wanting to add new element: to 
the game &/or change others. This went 
on for damn near 12 years until the dev 
team was laid off in 2009. However 
DNF’s development did not stop... It, in 
fact, continued in secret from the de- 
veloper's homes, on their OWN TIME & 
AS TRIPTYCH GAMES! That same year 
3D Realm enlisted the help of Gearbox 
Software & its founder, Randy Pitchford 
who got his start working on Duke 3D, 
to help them get it done. Two years & 
one more short delay later, FOREVER 
WAS HERE & | HAD BALLS OF STEEL! 
With that out of the way, HAIL TO THE 
KING, and let's get on with the review. 


Story 


Story? WHAT STORY!?! As with ANY 
Duke Nukem game all you need to 
know is this. Aliens/Mutants have in- 
vaded. They’ve kidnapped his babes. 
Duke is pissed, so he is going to make 
them PAY! The games' paper thin plot 
is a HALMARK of the series. It's nothing 
more than a set up for Duke's compen- 
satory rampage of testosterone fueled 
uber machismo, one liners, completely 
offensive humor, £ ridiculous violence, 
aka what Duke does best. KICK ASS £ 
CHEW GUM! Unfortunately, for them, 
he's all out of gum! 


Visuals 


Duke Nukem runs on a HIGHLY modi- 
fied version of the Unreal engine 2.5. 
To put that in comparison, today most, 
Unreal Engine games, run off of the 
UE3 or UE3.5 engine. So, as should be 
expected from a game in development 
for 15 years, they are EXTREMELY out- 
dated and have not aged well. 


This is especially the case on the con- 
soles versions due to the fact that they 
suffered shit port from the PC version. 
Since | thought the port was handled 
by Gearbox this left me EXTREMELY 
shocked. As, Gearbox is one of if not the 
BEST IN THE BUSINESS when it comes 
to ports. However while researching this 
review | discovered Piranha Games was 
responsible for the multiplayer & con- 
sole ports of the game. 


In short the graphics range from late 
last gen for the consoles, to early this 
gen for the PC. 


Gameplay 


Duke Nukem Forevers gameplay tries 
to straddles the line between classic & 
modern first person shooters. Sadly the 
gameplay suffers a bit from this iden- 
tity crisis. The game plays like Duke 
Nukem 3D filtered through CoD & 
Halo. It, wholesale barrows mechanics 
and element from other popular FPS 
that came out during its 15 year devel- 
opment. In fact it is almost exclusively 
composed of them. 


Duke Nukem Forever has you blast- 
ing your way through its alien hordes 
though out its levels. However the ac- 
tion is broken up with various other 
types of gameplay which offer nice di- 
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versions & keep the corridor crawling 
from becoming monotonous. At differ- 
ent points you will find yourself solving 
scripted physics puzzles reminiscent of 
the physics puzzles found in Half-Life 
1&2. Other times you will find your- 
self manning a turret blasting away 
wave after wave of enemies. There are 
also some sections where you will find 
yourself performing simple but satisfy- 
ing platforming. The game also fea- 
tures some exhilarating driving sections 
that provide an AWESOME change of 
pace even if the controls are a bit awk- 
ward. Finally there are the underwater 
sections. This was the only part of the 
game | honestly found it to be a chore 
to get through. You are limited to how 
long you can hold your breath. The only 
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way to refill your breath is to stop at ar- 
eas with bubbles floating up Sonic style. 
You will find yourself LONGING for the 
conspicuously absent Scuba Gear from 
previous games. This is combined with 
the traditionally sluggish underwater 
controls. All that is further complicated 
by an underwater boss battle that can 
be REAL NIGHTMARE as a result of 
those things. 


Almost Duke's entire traditional arsenal 
of alien asskickery returns minus the Ex- 
pander. Duke’s mighty boot has been 
replaced by a generic Melee attack 
with your chosen weapon. Instead, the 
Mighty Boot has been reserved for ex- 
ecutions & kicking down doors. Both of 
which are surprisingly fun & satisfying to 
do. There are also a couple new weap- 
ons as well. There is Rail Gun which is 
pretty much a re-skin of the Shock Rifle 
from the original Unreal Tournament. 
lt serves as the game's sniper rifle. Also 
added to Dukes arsenal is the AT Laser 
which works like the Ripper & comes in 
2 Varieties... Burst and Auto Fire. There 
is also the Enforcergun which rapid fires 
missiles that can be guided with your 
reticule. Sadly there are these new ad- 
ditions and they for the most part are 
just re-skins of other weapons in your 
arsenal. Sadly the alien weapons just 
end up feeling like slightly modified re- 
skins of other weapons in your arsenal. 


Most of the classic enemies from Duke 
Nukem 3D ALSO make a return. The 
alien foot soldiers return as the Assault 
Troopers & Captains. The Captains are 
red; they have a bit more life, and are 
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able to teleport, complete with the 
original sound effect from Duke3D. 
The Pigcops also return... with a VEN- 
GENCE. They are a LOT faster, and 
leap all over the place making MUCH 
more unpredictable & dangerous from 
their other incarnations. They ALSO 
will go completely berserk near death. 
When this happens they become stron- 
ger, heal themselves, their Al become 
MUCH MORE aggressive. They pretty 
much go Kamikaze on your ass. Along 
with the Octabrains they tend to be the 
biggest pain in the ass enemies. 


The Battle Lord & Cycloid Emperor 





makes their returns as well. However, 





the only weapons capable of damag- 
ing bosses are explosive ones. One Nice 
thing about this game though is that it is 
EXTREMELY generous with the ammo. 
During big battles & boss fights ammo 
is essentially unlimited as the it always 
a restock crate nearby that you can be 
repeatedly use to completely replenish 
your ammo during those big fights. 


The level design takes its cues from Call 
of Duty. They are EXTREMELY linear 
and funnel you through a set corridor 


lo 











littered with set pieces & battles. This 
didn't bother me NEARLY as much as 
| thought it would, though. Because, 
there is always something different to 
do to break up the monotony of blast- 
ing your way through them. Also unlike 
CoD's, DNF's levels are HIGHLY inter- 
active. They contain different objects 
to pick up, play, use, and or mess with. 
Like TV's, Phones, fully playable pinball 
tables, computers, cigars & the like. 


Interacting with some of these objects 
like punching bags, free weights, and 
pinball tables will boost your maximum 
ego. There is a surprising amount of at- 
tention put into the detail of the leu- 
els. Some of the best jokes & references, 
like the posters, are actually contained 
within them. 


Ego now replaces your health & works 
like the recharging shields/health from 
CoD & Halo. If you avoid damage for 
a few seconds it will automatically re- 
charge. This isn't the first time Duke 
has had recharging health though. The 
recharging Ego Bar first appeared in 
Manhattan Project. 


So it doesn't really bother me that much. 
However | would have preferred that it 
worked the same way as Manhattan 
Project. Manhattan Project's Ego Bar 
was restored by killing enemies along 
with gathering item boosts & interact- 
ing with other objects in the world. 





Music & Sound Design 


Forever music is nothing really spec- 
tacular. It's not bad. It just feels very av- 
erage & forgettable. There are no real 
stand out pieces if music other than the 
Rock out Remake of Grabbag, open- 
ing from Duke 3D. The rest of the music 
tends to different remixes of Grabbag or 
ambient Music. That's not to say there 
wasn't good amount of though put into 
the remixes though. Some of them are 
actually quite clever in their usage, like 
the Western & Musac remixes of Dukes 
thee found in the ghost town & casino 
Respectively. While their thematic re- 
working was clever they just end up 
feeling like average ambient music & 
forgettable as a whole. 


The ambient sound design of the game, 
however, is REALLY great. As | men- 
tioned, the makers of the game put a 
LOT of attention to detail in this game. 
That REALLY shows in the sound design. 
Sound design is full of small touches, ref- 
erences, and details that draw you into 
the games world or that are intended 
to suck you in. | think one of the best 
examples, surprisingly, is in my least fa- 
vorite area, The Hive. While it was my 
LEAST favorite it DEFINITELY had the 
best atmospheric sound design. It had 
lots of different & individual, little am- 
bient sounds and noises meant to creep 
you out & drive the tension up. MAN 
did it worh... That LEVEL WAS CREEPV 
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& FUCKED UP IN SO MANY WAYS! 
Evaluation 


This game is by NO means a game 
of the year contender... NOT EVEN 
CLOSE! That said it's STILL a lot of fun 
as long as you don't take it seriously, 
leave your expectations at the door, & 
are just looking for a good time. This 
game isn't meant to be taken serious- 
ly.... It’s meant to be laughed at. As long 
as you leave your expectations at the 
door you will enjoy the game. 


Forever is nowhere near the best in the 
series nor is it the funniest. But it is DEFI- 
NITELY the most offensive. As a Duke 
Nukem fan that is a BIG plus for me. 
Even with all this game's flaws like, out- 
dated Design, graphics, & technical is- 
sues, the game is STILL a blast to play. 
And in the end, fun is ALL that mat- 
ters about a video game. l'd say at least 
give it a rent. 


PROS 


-Lots of stuff to interact and play with 
-Fully Functional In game Pinball Table 
-LOTS of variety 

-Tons of Duhisms & Referential Humor 
-TONS of completely offensive humor 
-Incredible Ambient & Atmospheric 
Sound Design 

-HUGE amount of attention to detail in 
the levels & their design 

-Roughly 12 hour long Single Player Ex- 
perience 

-ITS DONE 


CONS 


-Outdated Derivative Design 

-Suffers from Identity Crisis (Can't De- 
cide if it wants to be oldschool or mod- 
ern) 

-Dated Graphics 

-Pinball Table has BAD physics 
-SERIOUS Technical Issues with the Con- 
sole Versions 

-Bad/Awkward Driving Controls 
-BAAAAAD Underwater Section & boss 
fight complicated by bad/sluggish con- 
trols & bubble mechanics. 

-TONS of completely offensive humor 


Overral: 7/10 


ENS 
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It’s time for another review! And this one, is going to be interesting, 

Mercenaries 3D was one of the more highly anticipated 3DS titles of 

this year and it's been getting a lot of bad press for one reason or 

another. I’m a tried and true Resident — 

demographic for this game, did it live up to my hopes and dreams? 
Lets find out. 


By g1 The Stickman 
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It's time for another review! And this one, is going to be interesting, Mercenaries 3D was one of the more highly anticipated 
3DS titles of this year and it's been getting a lot of bad press for one reason or another. Firstly, is the controversial feature (or 
non-feature) of being unable to delete your one and only save game, thus apparently rendering trading in impossible, l'd 
just liRe to say | don't get what the fuss is about, for one thing, Mercenaries 3D isn't really a game where multiple saves are 
needed, it's similar to Mario Kart on the basis that characters and bonuses are unlocked, but there's nothing really to restart 
as much as things can be replayed at will. Secondly, anybody who's upset they can't trade in a game they don't even own yet 
might as well not bother buying the game anyway. The second, more interested bit of bad press is that some people aren't 
too happy with the finished product, but what about me? 


Looks Great. 


| think it goes without 
saying that Capcom are 
the ones who’ve really 
pushed the 3DS’ hard- 
ware to its limits in the 
games they have released 
and have shown off, Mer- 
cenaries 3D is a perfect 
example of this and is 
easily the best looking 
3DS game to date. The 
characters models look 2 
like they've been ripped | : 
straight out of Resident 

Evil 5, with the Resident 


"Rk 
з 


a 
۴ 


Evil 4 characters having been spruced 
up to meet the formers details. Each 
location has been beautifully recreated 
from its original console home, as have 
the “baddies” (As the game calls them) 
which have been replicated right down 
to those horrible tentacle things that 
come out of their mouths. Things get 


even more impressive when you try out 


the Revelations demo that comes pach- 
aged with the main game, with a clear 
graphical improvement over Merce- 
naries 3D already cleared. There's some 
noticeable technical wizardry that has 
clearly been added to minimize lag, 
with far away characters appearing 


to become a bit crude...perhaps even 
2D representations...’m not sure, but 
all in all the game is a visual treat for 
any 3DS owner starved of beauty due 
to many previously released titles feel- 
ing more like graphically enhanced 
DS games than something that is truly 
pushing the hardware. 





Fun as hell. 


Clearly this should be a given, The Mer- 
cenaries mini-game in Resident Evil 4 
and 5 was huge amounts of fun and 
if Capcom had managed to make 
a hand-held “greatest hits” version 
unfun...well..| wouldn't of been too 
pleased. Thankfully, the time based 
“Zombie” Massacre game we all know 
and love is back and better than ever 
thanks to some tweaks and changes 
(Which | will go into further detail in a 
bit), and a new, structured form to the 
proceedings. The fun is divided (initial- 
ly) into 5 Levels each sporting on aver- 
age 4 or 5 missions to complete. Once 
you're passed the first 2 Levels which 
mainly serve as a Tutorial (Again, I'll 
bring this up later), the fun really kicks 
off, with the majority of the missions be- 
ing straight up traditional Mercenaries 
levels, with the addition of one “Wave” 
styled mission, similar in a way to Horde 


Improved and Refined 
(Even more than Zelda). 


Whilst Capcom have tried to bring 
the Mercenaries experience to the 3DS 
as best as possible, they haven't man- 
aged to do so without changing several 
things...thankfully, these changes are for 
the better. The one most people who've 
followed this games development will 
know about is the ability to move whilst 
shooting. 


This has been a complaint amongst 
gamers since Resident Evil 5 (Despite 
loving it in Resident Evil 4) and Capcom 
have listened, delivering a new me- 
chanic that, whilst not giving you com- 
plete freedom to run and gun, adds a 
new layer of strategy to the battles. 


Basically, whilst holding down the R 
trigger to aim, you can hold down the 
L trigger at the same time, which allows 
you to move about, but not change 
your line of sight, meaning you can still 
only aim whilst standing still, but you 
can now shoot and move. This may 
not sound particularly useful, but when 
you're firing at a Chainsaw wielding 
maniac, you'll be happy to have been 
given the opportunity to walk back- 
wards whilst still firing at the crazy bas- 
tard. You can now also move whilst re- 
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Mode, albeit on a smaller scale. Natu- 
rally, these missions become increasingly 
difficult with the final main mission be- 
ing a mindfuck of Axes, Gatling guns 
and giant Insects. All of these serve huge 
helping of “FUCK YEAH!” even more so 
when you take the fight online, which 





loading which is a HUGE improvement 
over the past titles as before you'd of 
been stuck on the spot reloading as 
hordes of “zombies” charged at you. 
The inventory system has been greatly 
improved, as you are now only able to 








makes the game 90% more enjoyable, 
regardless of if you know the person 
you're playing with. Simply put, Merce- 
naries 3D provides the experience fans 
of the Mini-Games will want, but im- 


proves it all with additions which | shall 
explore..NOW. 


pick up ammo for guns you are holding, 
and using green herbs is now as simple 
as tapping a button on the touch- 
screen, plus the often complained about 
small inventory collection in Resident 
Evil 5 has been fixed completely. 








24 . SCREWATTACK MAGAZINE - JULY 
Characters & Content. 


Whilst it's not the most robust of rosters (I'll get into that soon as well), 
the cast of characters available in Mercenaries 3D is most certainly a 
great collection indeed. Obviously, Chris Redfield and Jill Valentine, 
who are probably the most important characters in the franchise 
(At least according to Capcom), are here, as is Claire Redfield and 
every body's favorite shade wearing super villain, Wesker is also 
present. 
























But then the fan-service comes in, with the sexy soldier 
known only as Hunk here to class up the joint, along with 

bow-wielding goody turned baddie, Jack Krauser and, pre- 

sumably for comic effect Rebecca Chambers, and even bet- 
ter yet Barry Burton. 





All in all it's a good line-up, and when you add in the alternate cos- 
tumes that can be unlocked after meeting certain requirements in the 
game, with Hunk getting the most badass of the bunch (See here) , 
and Barry getting the most nauseatingly hilarious (See here) , you've 
got a lot of fun to be had. Not only is there this, but new to the series is 
the ability to switch weapon sets between characters, albeit this is at a 
rather annoying catch of acquiring 10 Play Coins using the 3DS Pedom- 
eter (In other words, shake the motherfucker for a while) and spending 
them on a certain characters load-out, which will then become available 
for all to use. Also available are “perks”, in the style of Call of Duty, you 
can choose three bonus “perks” for your character of choice, which can 
improve aiming, damage, as well as the length of time certain as- 
pects of the missions last (i.e Combo Time). 
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Throw in some achievements in the form of 20 Unlockable 
Medals (Which, like 360 ones, achieve nothing) and you've got 
plenty to unlock and explore in the game. 


Crappy Presentation. 


So, we're all agreed that in-game, Mercenaries 3D looks 
fantastic, but it's clear that not much love has been put into 
the wrapped that contains the game, namely, the menu's 
and navigation. Upon first starting up the game, you are 
greeted with a rather naff title screen, with a low-res, mo- 
tionless picture of a randomly selected stage insulting your 
eyes with its crappiness. 


Next, you are taken to a rather stupid menu, requiring you 

to select the game from the menu after having already 
pressing start on the title screen to access the game, with 
the Bonus “Features” (Basically, the Revelations Demo and 
nothing else), options and credits being below. Upon starting 
up the game (Again), you are greeted with a rather abrupt 
screen which, without any introduction has brought you to 
the "Play Level" button, with the Character Select, Mission Se- 
lect, Medal and Online buttons all represented as rather crude, 
text-less small buttons around the edges. Get used to this, as it's 
the hub of the entire game. 





New levels have to be manually selected upon unloching, 
rather than the game simply progressing you to the next level 
automatically, which is also annoying, Missions are displayed 
without any description of what that mission entails, meaning 
future replays will be difficult beyond the knowledge of what 








































SCREWATTACK MAGAZINE - JULY 


that particular stage is. The Character 
Select screen is also confusing; with dif- 
ferent options being relegated to far 
too many buttons to make sense of ini- 
tially. In-game sounds are muffled and 
hard to understand, feeling more like 
something out of a Game Boy game 
than that of the 3DS. The Resident Evil 
: Revelations suffers far worse, the abil- 
ity to pause the game at all seemingly 
deemed unnecessary as there is no such 
option (Not that you'd need to, as | will 
divulge next), nor was it deemed nec- 
essary to have any kind of menu be- 
yond a crappy JPG picture of the logo. 
Mercenaries may be a lot of fun, but it's 
clear that cost was cut in the presenta- 
tion department, or Capcom were try- 
ing to minimize storage space, either 
way, it's not acceptable. 


Resident Evil: 
tions Demo is Painfully 
Short. 


When Capcom announced that a play- 
able demo of one of the 3DS' biggest 
upcoming titles, Resident Evil: Revela- 
tions would be built into Mercenaries 
3D, | don't think anybody expected 
it to be particularly long, but nobody 
could of predicted how pointless and 
short the actual thing would be. In to- 


Revela- 








tal, the Revelations demo will last you 
all of 3 minutes, with nothing else to do 
or explore once you’ve finished it, ba- 
sically, you walk through a few empty 
corridors, shoot three enemies, and then 
the demo ends. That’s it. Sure, the game 
looks impressive, and it's most certainly 
going to be fantastic when it comes out, 














but this is demo is not going to win over 
anybody who isn't already, you can't 
run out of ammo, you seemingly can't 
die, there's no music, no inventory or 
map, no puzzles, no hints towards the 
story, no trailers at the end, nothing. 
Why couldn't Capcom have packed in 
the E3 2011 demo? That was awesome, 
but this, this is a glorified tech demo, 
it's most certainly not representative of 
anything we've seen from the game so 
far, and it most certainly is a huge let 
down. Seeing as this is the only bonus 
content on the cartridge, | had expected 
a lot more, and | was left feeling highly 
disappointed. 


Lacking Content. 


| know I’ve already praised the content 
available in this game, and what's in- 
cluded is great, but there could of been 
a hell of a lot more. Let's get the ob- 
vious stuff out of the way first, only 8 
characters? The Resident Evil franchise 
has a HUGE cast of memorable charac- 
ters, and many fan favorites have gone 
completely ignored in this title, most no- 
ticeable is the absence of a certain Leon 
S Kennedy, the star character of the 
two most highly praised installments 
in the franchise (2 and 4), one of which 
makes up a good portion of this games 
content, so where the hell is he? You in- 


cluded Jack Krauser, but not Leon? And 
not Ada Wong either? Two fan favor- 
ite characters that appeared in Resi- 
dent Evil 4 have been missed out, and 
then there's Sheva Alomar, the sidekick 
character in Resident Evil 5, she may 
not be as revered as Leon or Ada, but 
she has just as much right to be in this 
game, especially considering aspects of 
Resident Evil 5 make up the bulk of this 
game, far more so than Resident Evil 4. 


Pm highly suspicious that Capcom may 
be holding these characters back for 
DLC, similarly to Marvel Vs Capcom 3, 
because we know they have an inter- 
est in bringing DLC to the game, and 
they’ve been known to cut out content 
already in the game and then sell it off 
as DLC later on (Versus Mode in Resi- 
dent Evil 5 for example). 


Going past the characters and looking 
to the levels, although there's plenty 
of replay value available, the range of 
missions and levels available feels ter- 
ribly limited, with the first 2 Levels (of 
5) being dedicated entirely to a rather 
lackluster tutorial mode which fails to 
mention several useful functions the 
game has (Such as calling to your part- 
ner, switching weapons using the D-Pad 
etc.), leaving the player with 3 sets of 5 
missions, with an additional set of more 
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challenging versions of existing levels 
being unlocked upon the games com- 
pletion. All in all, the missions will take 
you about 3 Hours to beat with each 
character first time through, and with 
many of the stages simply being night- 
time versions of previous stages, as well 
as the “Final Boss” being a rehash of an 
tutorial boss, it all feels a little sparse 
and lackluster, clearly Mercenaries 3D 
wasn't a title that Capcom spent a lot 
of time packing content into. 


| had a lot of fun playing through Mer- 
cenaries 3D, and | will continue to do so 
for some time to come. Your enjoyment 
ofthis game will depend entirely on how 
you've enjoyed past Mercenaries Mini- 
Games, if you've not spent a whole lot 
of time on them, or simply didn't enjoy 
them at all, Га be hard pressed to rec- 
ommend you purchasing this title. 


Mercenaries 3D isn't the hind of game 
you play through once and then stop, 
it's a game, like Mario Kart, that's de- 
signed to be replayed and enjoyed in 
short bursts from time to time, if you 
don't intend on doing that, then don't 
waste your money on the game, espe- 
cially since you'll most likely have dif- 
ficulties trading it in once you're done. 


Resident Evil: Mercenaries 3D is going to 
be one of those games that have people 
completely divided other whether or 
not it's actually any good. The presen- 
tation is poor, and it's terribly thin on 
content, but at the same time, it's eas- 
ily the best Mercenaries experience to 
date, and anybody who loves playing 
Mercenaries on Resident Evil 4 and 5 is 
going to love this game to bits. 


lt may be wrapped in a cheap and 
tacky bow, but once you get into the 
game itself, you're going to have a blast. 
If you aren't a fan of Resident Evil, or 
the Mercenaries Mini-Games, this won't 
change your mind, and most certainly 
isn't worth a purchase. 


Personally, ’m just happy to finally 
have an arcade style game on my 3DS 
that has potentially infinite replay val- 
ue, simply put; Рт finally getting my 
money’s worth out of the damn thing! 


BN. 
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FIRST OPINION 


Well, ’m back! And with my return comes more reviews to disagree with! HURRAH! Let's start properly, with the first big 3DS 
game to come out...urrmm...well...ever really. Ocarina of Time is one of the highest rated games ever released, but is it still as 
good on Nintendo’s new handheld? Let us find out! 


By gi The Stickman 


The Good! 


Improved Graphics. 


If there's one thing that hasn't 
aged gracefully about the 
original Ocarina of Time it has 
to bethe graphics. Whilst great 
in 1998, if it had been released 
without a significant make- 
over here in 2011, 13 Years on, 
the graphics wouldn't have re- 
ceived quite the same recep- 
tion they did back in the day. 


Thankfully, Grezzo (the de- 

velopers) realized this and 

have completely re-done ev- 

ery texture and every model 

and, whilst it doesn't really 

push the 3DS’ perfectly capa- 

ble hardware, it certainly looks lovely characters and locations in an entirely ly enjoyable. Of course it does help that 
and remains very faithful to the re- new light that makes playing through it's a Zelda game, and as such very easy 
vered source material. There's some- а game that will feel very familiar to to play over and over again, but we'll 
thing about seeing such memorable many people including myself, still high- get to that later. 


The 3D ls Incredible. 


РИ be honest, I’m not a fan of 3D, I’ve 
only taken advantage of my expensive 
3D Glasses twice, once for Avatar and 
once for Clash of the Titans and neither 
impressed me to the point where | could 
see a real future in 3D Entertainment, 
and whilst | may have bought a 3DS, | 
didn't exactly buy it for the 3D effect: 
alone. 


That said, playing Ocarina of Time with 
the 3D Slider cranked up to the top has 
convinced me that the 3D effect on the 
DS is well worth tahing advantage of 
when the developers take the unique 
technology seriously. Grezzo, most likely 
with some strong persuasion from Nin- 
tendo, decided to fully utilize 3D, and it 
gives everything a real sense of depth 
and scale, and fairies and insects bob- 
bing about in front of Link burst out the 
screen and draws you into the world of 
Hyrule like never before. 


It suffers from the same sweet-spot and 
tilting problems will plague every 3DS 
game until the technology is greater 
refined in a new model, that said, you 
can't blame the game for the hard- 
ware, can you? 


One dungeon from the original Oca- 
rina that seems to get a lot of loathing, 
justifiably so, is the Water Temple and 
that was for two reasons, one was the 
complexity of the different rooms and 
howto access them, and the second was 
the tedium of having to equip and re- 
equip the Iron Boots. 


Both of these problems have been fixed 
in the remake, with the water drainage 
rooms now colour coded and the Iron 
Boots able to be assigned to a real- 
time button on the touch screen and 
it’s not just the Water Temple that's 
been improved, the Ocarina has been 
made easier to use thanks to a list of 
songs now being available to display 
whilst playing the titular instrument, 
saving is more straight forward, as is the 
menu navigation, and the aiming of 
the Hook-Shot has been made easier to 
top it all off. It's these simple alterations 
that make a great game even greater, 
and remove a lot of the frustration that 
the original suffered from so famously. 


it’s Ocarina of Time. 


Face it, if you're buying this game, 
it's not because of the 3D, or the new 
graphics or even the improvements to 
the controls, it's because this is Ocarina 
of Time, the highest rated game of all 
time, either you're looking to relive the 
magic, or you're looking to play the 
game for the first time and see what all 
the fuss is about. 


There's a reason an enhanced port of 
a game that has been re-released to 
death is getting so much attention, and 
it's because this game is a fantastic title 
and one of Nintendo's best 3D (Not 3D 
Glasses 3D) games ever. It sports quirky 
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characters, memorable settings and a 
soundtrack that will live on in the hearts 
of gamers for all of time. 


Not only that, but it harkens bach to 
a day where a £30 game didn't last a 
maximum of 8 hours, Ocarina of Time 
will take you roughly 20 Hours to beat 
without even beginning to scratch the 
surface of the numerous side missions 
and bonus goodies there are to find in 
many of the games unique locales. 


All in all, this is Ocarina of Time alright, 
beneath all the new graphics and fancy 
3D it's still the same game that you ei- 
ther know and love...and that's also a 
problem... 


The Bad... 


it’s Ocarina of Time. 


Like | said, beneath the new look, and 
the 3D, this is still the same game you 
played 13 years ago, nothings been 
changed minus a few minor improve- 
ments. If you didn't like it then, you 
won't like it now, and if you've played 
the game to death, | can't say without a 
doubt that this is a worthwhile purchase. 
Sure, they've thrown in Master Quest, 
which is basically the normal game 
flipped around with harder puzzles and 
bosses, and also a Boss Challenge mode 
which gives you the ability to replay the 
numerous bosses of the game and try to 
beat them in the shortest possible time. 


These are all welcome additions but 
they aren't...new...as such, Master Quest 
has been released before (Although, 
granted not that readily available) 


and the Boss Challenge is just the bosses 
available to replay at will. 


13 years on from the original, it's a 
shame Nintendo didn't provide some- 
thing completely new, like a side mis- 
sion or even an additional temple of 
some hind. It’s a small complaint to 
make considering the amount of con- 
tent available already, but | think 
something new would have been ap- 
preciated. 


Gyroscopic Controls. 


l'ue never been too keen on Nintendo’s 
latest gimmicky obsession, Gyroscopic 
Camera Controls, but this was my first 
time actually being able to give it a 
go and..it works...kinda...not really. It's 
certainly functional to a certain degree, 
but it simply can't compete with the 
precision of the traditional controlling 
method of the analogue stick, luchily 
you can turn the damn thing off, and 


that's especially good considering it's 
not fuching usable with the 3D on any- 
way! Why is it so hard for Nintendo to 
understand that making games where 
you have to move the screen around on 
a console where tilting the screen even 
slightly ruins the 3D effect completely 
is a retarded idea! The game is called 
Ocarina of Time 3D, why in god's name 
they thought, adding something that 
requires the 3D to be turned off, is be- 
yond me. Still, you can turn it off, so it's 
a minor complaint. 


Considering the popularity and notori- 
ety of the game, | think the real ques- 
tion you want answered is "Is it worth 
Replaying?" and the answer, at least 
for me, is yes. It’s been a while since | 
personally have played the game in its 
entirety and | loved every moment and 
intend to play though it again and com- 
plete all the side-missions. If you weren't 
a fan of the original, this won't change 
your opinion, if you're not interested in 
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replaying the original, you won't be in- 
terested in this, but if you want to play 
Ocarina of Time, either again, or for 
the first time, | can't recommend this 
enough. Although | would suggest that 
this game isn't worth the purchase of a 
3DS alone. 


Ocarina of Time is a fantastic game, 
and this 3DS Remake only further 
proves that it will stand the test of time 
for many years to come, and will foreu- 
er remain the classic that critics and fans 
always regard it as. It’s not my favorite 
Zelda game, but it's pretty damn close, 
and having the ability to take it on the 
move wherever | go is a terribly exciting 
thought. All in all, this is a faithful rec- 
reation of a cherished game, upgraded 
and improved to perfection, if you own 
a 3DS, you probably already own this 
game, but if you don't, and you want 
something to do with it, get this game, 
if not...then the hell with ya! 


AA NENNE = MY 


SECOND OPINION 


This review was supposed to come a lot sooner, but due to some trouble with my 

computer, l'ue had to sit on my hands while | wait for it to get fixed. Fortunately, 

| have access to other computers, and now that | finally have some free time, I'm 

here to give you my thoughts and reactions to the highly anticipated Zelda: Oca- 

rina of Time remake in 3D (1 am playing this as a fan of the original, so certain criti- 

cisms will make reference to the original game). Will it live up to the expectations 
of fans of the original, or is the Hero of Time past his prime? 


By gi Kazman2007 


=Story= 


If you've ever played a Zelda game, you 
already know the story. Guy wants to 
rule the world, fairy guy has to stop him 
and save the princess. The end. For a 
more deeper insight, (Spoilers) Link, the 
hohiri boy who does not have a fairy 
friend, despite all his friends having one, 
is sent one by a guardian tree of the for- 
est. The tree tells Link it is his destiny to 
save the land of Hyrule. After meeting 
the princess, she tells him that they need 
three spiritual stones to stop Ganondorf. 
Link gets all of these and the Ocarina of 
Time, and opens the door of time. He 
goes to grab the Master Sword but is 
put in a deep sleep for seven years. Af- 
ter waking up, Link sees that the whole 
world has gone to hell, and it is up to 
him to save everyone, and eventually 
overthrow Ganondorf. (End Spoilers) 


A few interesting twists, but if you've 
had any connection to the gaming 
world in the last 13 years then you prob- 
ably already know it. 
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=Gameplay= 


Too someone who has never played 
a Zelda game before, the gameplay 
may seem pretty good. Not much has 
changed since the original Nintendo 
64 days, but it didn't need too, as the 
gameplay still holds up to this day. Ev- 
erything from Z-Targeting (Which has 
become L-Targeting) which allows you 
to focus on one enemy at a time, to the 
time traveling system that allows for dif- 
ferent items to be used when playing as 
a kid or an adult. Everything still works, 
and the things that have changed are 
changed for the better, such as making 
it easierto switch your iron boots on and 
off for the dreaded Water Temple. 


=Controls= 


The controls of the game have not 
changed much, as the A button still 
functions as the action button; B is still 
the sword, etc. The X and Y buttons 
function much like the C-Buttons did 
on the N64 controller, allowing for the 
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equipping of weapons, as well as two 
buttons on the touch screen, allowing 
for 4 equipped items, as opposed to 
three on the N64. Ocarina playing is 
also easier, as the ocarina has its own 
button and does not need to take up 
one of your item boxes. Also, one may 
use either the touch screen or the but- 
tons to play the songs, with the former 


ENTER Ө Ё = ДЇ 


allowing you to see where the button: 
fall on the musical scale, as well as being 
able to see the song as you are playing 
it. One other thing that | almost forgot 
to mention is the ability to use the mo- 
tion function in the system to aim the 
bow, boomerang, and other items. | 
found this utility awkward, and ended 
up turning it off completely. 





=Graphics= 


Ocarina of Time 3DS has seen a substan- 
tial graphical overhaul, which is good, 
because it is expected for a game being 
re-released after over ten years. Well 
everything looks much prettier; the big 
talk is of the 3D effects added into the 
game. Turning on the 3D effect makes 
all of Hyrule seem much bigger, but the 
effect is wasted when you are playing 
since more often than not you are fo- 
cused on link, or the enemy attacking 
you. | found myself turning off the 3D 
effects during the game to conserve 
battery life. Nice try, Nintendo, but it's 
much better served in the cutscenes. 


=Sound= 


Nintendo, you cheap bastards. | 
thought we were cool, you said new 
Zelda remake and | thought you meant 
it, but you were only willing to go half- 
way, because you know people will buy 
it based on how pretty it looks. Then we 
turn on our games only to find that not 
only have you not recorded new mu- 
sic and sound effects for the game, you 
went and used the soundbytes ripped 
directly from the Nintendo 64 game. 
No orchestral theme to accompany me 
when | am riding across Hyrule Field, no 
newly recorded sound effects for link, no 
ACTUAL ocarina recordings forthe oca- 
rina songs. Nintendo, there's a differ- 
ence between a remake and a cash-in, 
and this is the line that separates it. Af- 
ter 13 years, | expected something bet- 
ter, but you can't hear me, you're too 
busy laughing all the way to the bank. 


=Closing Thoughts= 


Despite Nintendo bringing back a be- 
loved game from my childhood and 
updating it for the 3DS, | just can't 
justify telling anyone who has already 
played this game to buy this barely 
updated cash-in. On the other hand, 
if you haven't ever played Ocarina of 
Time, it is worth a playthrough, though 
it will be up to you to decide if updated 
graphics, inventory management, and 
addition of the much more challenging 
Master Quest are worth the price differ- 
ence of getting on the 3DS, versus get- 
ting it off the Wii Virtual Console. 


Final Recommendation: Fuck it (Unless 
you've never played it before.) 
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Trenched 


Developer: 
Double Fine Productions 


Publisher: 
Microsoft Game Studios 


Systems: Xbox Live Arcade 


Release Date: June 22", 2011 
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CONTENT RATED BY 
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Long before its release, Trenched became one of my most anticipated titles of the year while | kept up with all the media and 
demos they showed. So when the time finally came, | stayed up all night just too finally get my war machine up and running 
to full gear. I’m so happy to say that not only did Trenched meet my expectations; it grabbed me by the collar and said, “You 


$tory 


Set in an alternate history, Trenched 
takes place shortly after World War 
| where we follow the story of Frank 
Woodruff, a war veteran who lost the 
use of his legs. He is assigned to a com- 
munications post alongside Vlad Farn- 
sworth, another veteran, when they 
both experience a strange phenom- 
enon that echoes across the world. *The 
Broadcast" destroyed the minds of the 
multitudes who heard it, except Frank 
and Vlad, both gaining super intelli- 
gence from the event. 


Using his new knowledge, Frank builds 
mechanical legs for himself and the 
many veterans who fought in the war. 
Vlad on the other hand, develops the 
television far ahead of its time and calls 
it the Monovision. 


He soon goes mad with power from 
his own creation, and creates legions 
of monsters bent on distributing the 
broadcast to every corner of the earth 
under his leadership. In retaliation, 
Frank forms the Mobile Trench Brigade, 


ain't seen nothing’ yet maggot!” 


a team of soldiers outfitted with a mili- 
tary form of his own invention, pur- 
posed solely to combat the Monovision 
menace. 


Visuals 


The game features impressive graphics 
for an arcade title as the development 
team makes use of the same engine 
that their console title, Brutal Legend, 
sported. 


From the crazy detail of the Tubes (the 
monsters), to the outfits you can pur- 
chase for your marine, the game looks 
fantastic. 


The animation of the Trenches is de- 
tailed with diesel running motors and 
constant reloading weapons as you tear 
up the Monos. 


Explosion details are very bright and re- 
ally light up the battlefield as monster 
bits scatter from the sheer magnitude 
of your iron war machine. The overall 
visual style is very reminiscent of men's 
ads and publications from the 40s and 


50s with all the bravado included. 
Gameplay 


| could write a whole article just going 
over the customization of the Trenches 
alone, but for the sake of time Pll do 
my best to restrain myself. At its core, 
Trenched is a tower defense game with 
all the essentials: defensive emplace- 
ments, a goal to defend, and waves of 
enemies rushing to their demise. Obvi- 
ously what makes this a worthy and fun 
campaign to take on is the addition of 
a customizable war machine ready to 
start a light show with the pull of a trig- 
ger. 


Vou start the game off by selecting 1 
out of 4 pilots, the decision being purely 
cosmetic, and from there you will begin 
a quich tutorial mission going over the 
basics of on the field game play. Once 
you get settled in you will be immersed 
in the many options available to you 
when customizing your Trenches to suit 
your style. The many things to consider 
are: the chassis (body), legs, weapons, 
and which emplacements (turrets) to 
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bring. Yes, you also have to think about 
which emplacements to bring, as they 
aren't all available for you to use at 
once. Chassis don’t all carry the same 
amount or every type of emplacement 
for that matter. There are varied types 
of emplacements: Heavy, light gun, and 
support that your Trench can carry, the 
types and amount thereof depending 
on your chassis. Your standard weapons 
come in a great variety as well, rang- 
ing from machine guns all the way to 
massive artillery canons and the unique 
broadcasters which are short range 
death rays. 





Your legs also come with abilities that 
you can activate by pressing the “A” 
button; the ability in question of course 
depends on the type. Bipedal legs can 
sprint, tripods can entrench themselves 
for quick reloading, and quadrupeds 
can slam the ground to stun enemies. 
To add some flair, you can even change 
the paintjob for your Trench, as well as 
change the outfit of your marine with 
some nifty hats to boot! 


When you bring out your custom ma- 
chine out to tear up some tubes, you 
use what is called scrap; the resource 
used to purchase your turrets. Killed 
enemies will drop scrap as well as the 
occasional loot box, which contains a 
random reward obtained after the mis- 
sion. Its things like this that increase the 
replay value of Trenched, as you want 
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to try and collect all the hidden good- 
ies that you can from the game, as well 
as complete all the different challenges 
given to you. The game satisfies the 
completionist, the loot junhie, the strat- 
egist, and the mech lover with all that it 
has to offer in its little package, a pack- 
age that can be shared with up to four 
people in online multiplayer through 
the campaign. 


Trenched has an orchestrated score, but 
it isn't heard very much and just seems 
to hum in the background most of the 
time or not at all. The sound design 
however is very good, the audio effects 
of the weapons in particularly being 
very well done and satisfying to listen 
too. It is especially satisfying to listen to 
Tubes screech as they become cannon 
fodder. Explosions and the sounds that 
go with them is Michael Bay approved 
by the way. 


Conclusion 


Trenched is an excellent and fresh take 
on your typical Tower Defense game, 
and a great addition to the Xbox Live 
Marketplace. A game as excellent as it 
is, though, is not without faults as it re- 
ally relies on its replay value to get the 
gamer to be hooked for the long run. 
There is only one game mode, the cam- 
paign, and it isn't very long. A player 
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can complete the campaign in a few 
hours and unless they're into the chal- 
lenges and collecting aspect of the 
game, there really isn't much left after 
its short, but sweet run. Immediate fans 
of the game are already requesting 
downloadable content to extend their 
loot and challenge obsessions. If you're 
the type of player who loves good loot 
hunting, challenge lists, and very excel- 
lent customization, then this is a title is 
a definite buy. 


For the non completionist, | still would 
recommend the game, but not as 
strongly. The experience it has to of- 


fer, though, is definitely worth it and of 
course just a whole lot of fun. 


Pros: 
*Excellent customization of the Trenches 


*Fresh take on the Tower Defense genre 
with addicting gameplay 


*Overall visual and audio design, 


alongside humorous writing, is excellent 
for an arcade title. 


Cons: 
-Only one game mode available, can 
be completed within a short amount of 
time 


-Lack of split screen multiplayer 


-Co-op online multiplayer can be laggy 
at times, especially with a full lobby. 


Buy it! 


In anticipation for their upcoming action game, Warhammer 40k: Space Marine, 
THO gives us a little something to whet the appetite with this downloadable twin 
stick shooter for the Xbox Live Arcade and Playstation Network. 


By gi DonAngel i 
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Warhammer 40k 
Kill Team 


Developer: 


THO 


Publisher: 


THO 


Systems: Xbox Live Arcade & 


Playstation Network 
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As someone who's been a fan of War- 
hammer games since the original PC 
RTS title, | jumped right into this little 
game without so much as waiting for 
a proper review.When it's all said and 
done, that was a pretty stupid move 
on my part, but fortunately for me it 
wasn't a complete loss. Does the game 
give you a proper taste of what's to 
come or should one just lump it in with 
every other twin stick arcade title in the 
digital market? 





The story is pretty short and simple, 
with no hint of conspiracy or treachery 
that is common in Warhammer fiction. 
The plot acts as a prologue, as an Ork 
Kroozer breaks through an asteroid 
field and heads straight to the forge 
world that will be the setting in the up- 
coming game, “Space Marine”. A single 
drop ship is sent to intercept and liter- 
ally breaks into the crude vessel, allow- 
ing for a team of two veterans to begin 
their purge of every Ork within. Stop 
the ship, kill everything you see, and 
blow it all to hell. All in a day's work for 
veterans of the God Emperor. 


From the load out menu the player 
has a choice of 1 of 4 Marines, all with 
a unique ability and preferred style 
of combat. While you can't customize 
colors, the game gives you a choice be- 
tween 6 chapters to choose from, all of 
which don't offer anything other than 
a different color scheme. You have a 
choice between chapters such as the 
Blood Ravens, Blood Angels, Salaman- 
ders, Ultra Marines, Imperial Fists, and 
White Scars. 


From there you can equip more pow- 
erful weapons if you've unlocked them 
and two perks to balance out strengths 
among other basic bonuses such as ex- 
tra health. A good team would prob- 





ably consist of a marine who specializes 
in ranged combat and the other in close 
quarters. Together you will be able to 
destroy the green horde, among other 
things... 


If you've played a game like this before, 
the controls should feel natural, and re- 
gardless are simple to master anyway. 
Vou move with one stick and fire by 
pointing with the other. To initiate a 
melee attack all you do is press the (A)/ 
(X) buttons. Other commands aside, 
even a toddler could play this game, or 
at least get past the first level. Strewn 
along the way are a series of power ups, 
as well as a collectible item that unlocks 
concept art if that's your pleasure. 


These power ups mostly enhance ranged 
combat but a few can benefit melee 
fighters as well. If you're playing with a 
friend, it gets even better as the power 
ups can be shared and combined. All 
the team has to do is stick close together 
to share the benefit of the power up. 


If say, one player picks up “triple shot” 
and the other “increased fire rate”, then 
they both can release a hail storm of 
bullets so long as they stick together. 
Combinations like this are crucial as the 
waves of enemies increase and continue 
to mass, most notably during objectives 





that appear as you progress. You'll be 
asked to do a variety of things, liRe ac- 
tivating machinery, that leave you vul- 


nerable. lts times like this that back to 
back team work becomes essential. 


The campaign consists of 5 levels, all 
of which get progressively harder as 
you move from one stage to the next. 
Hordes of Orks and eventually Tyra- 
nids will swarm over you and will eas- 
ily overwhelm if your vigilance is lack- 
ing. Enemies wielding ranged and close 
weapons can easily kill a player if they 
don't approach the mob carefully. Sin- 
gle players who are hesitant with us- 
ing power ups and special abilities will 
get shot down constantly. lf you have 
trouble, you're welcome to message me 
for advice. 


On a related note, this game is hard for 
people playing alone. As you may have 
wondered when | mentioned 5 levels, 
the length of the game isn’t a real big 
plus. With a friend you could possibly 
beat it within 2 hours or so, alone in 3 
perhaps. 


The other game mode available is a 
survival mode placed in arenas taken 
from the campaign levels. All you have 


to do is survive for as long as you can 
either alone or with a friend. Perks and 
weapons you unlocked can carry over 
in this mode. 


Replay value entirely depends on how 
you are when it comes to score boards. 
The game does have a point system 
and gives you such for various degrees 
of hurt you inflict into the Ork Waaagh. 
Leader boards are kept for both cam- 
paign and survival modes. 


Playing as different marines can also 
come into the equation when thinking 
about replaying the game. There isn't 
a whole lot of difference in gameplay 
aside from whether you shoot or slash 
more often and of course the unique 
abilities each marine has. However a 
separate score is kept for each one you 
play with on all levels. 


The worst offense of all perhaps, is the 
fact that co-op is strictly on the couch. 
While | personally love blowing things 
up with a buddy next to me, the fact 
that you can't host an online game 
may infuriate most players. The game 
does look fantastic though, as fans will 
most likely admire the Orkish detail of 
the ship you're trying to destroy. The 
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levels are full of Ork architecture that 
only a gretchen would appreciate, un- 
til it's told to fix something. Spiky walls, 
skulls, and crude machinery inhabit this 
mole that floats in the Emperor's space. 
Included is also a codex with entries 
about the various enemies and marines 
you encounter. All of which is voiced for 
those who can't bother to read. 


While my personal beef is with the 
length of the game itself, | don't think I 
could have really asked for more with- 
out it becoming repetitious. After all the 
game is mostly a roller coaster of blood 
and explosions caused by big guns and 
swords. There's not much you can do 
with this sort of genre, as far as l'ue seen 
anyway. 


Is it fun though? | had a blast with it, 
and look forward to inviting more 
friends to come on over and take a seat 
with me. And hey, | got a power sword 
for the upcoming action game! 


All in all, | find it difficult to recommend 
the game if you're one about time and 
money. However, if you just want some- 
thing fun to play with the guys/girls or a 
combination of the two during week- 
ends, then | can give you a thumbs up. 














-REVIEW- 








Welcome to another wonderful instalment of The Stickman Reviews! This time I’m 

INVESTIGATING whether L.A Noire JUSTIFIED it’s RELEASE. HO HO HO! I’m DE- 

TECTING a lot of Crime related puns! HE HE HE! Am | annoying you? Well, if that’s 

the CASE we better get cracking with the Review then! HA HA HA! Okay I'll stop, | 
don’t want to end up as a CADAVER! HA...ha...heh...ehhh... 


By g1 The Stickman 
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L.A NOIRE 


Developer: 
Team Bondi 


Publisher: 
Rockstar Games 


Systems: Xbox 360 & Playstation 3 


Release Date: M ay 7, 2011 


TheGood 


As Cinematic as Games come. 


People always bang on about bridging 
the gap between Games and Cinema, 
but very rarely manages to successfully 
even get planning permission to build 
that bridge. L.A Noire however, man- 
ages to provide a rich, detailed and 
beautifully directed romp through a 
decidedly retro Los Angeles on a scale 
that films themselves my not have man- 
aged to successfully pull off on a similar 
premise. We're not just talking about 
the much advertised facial capture sys- 
tem (Of which 111 get to in a moment) 
here, we're talking about the presenta- 
tional package as a whole. Not a sin- 
gle character in the game feels poorly 
acted, which is a stunning achievement 
considering the huge number of unique 
characters present in the game, it seems 
that the studio making this game was 
next door to the set of Mad Men as lit- 
erally the entire supporting cast is pres- 
ent to some degree on the streets of L.A. 
Loohing past the characters, the gor- 
geous lighting and details really go far 
to immerse you into this game, every 
room you enter (And there are a lot of 
them) feels unique and warrants explo- 
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ration, which is a good thing considering 
that’s a major part of the game. The 
cut-scenes are like something out of a 
Hollywood movie and the soundtrach... 
well..that deserves its own sub-head- 
ing, so Pll get to that later as well. LA 
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CONTENT RATED BY 
ESRB 


Noire is the cinematic experience that 
developers have been desperate to 
make for so long, a perfect combination 
of atmosphere, acting and memorable 
experiences that will stick with you long 
after playing. 








Engrossing $tory. 


Everybody loves a good story in there 
game (Depending on the game of 
course), and L.A Noire features one of 
the best l'ue seen for a long time. The 
whole thing is set out like a TV Series of 
sorts, with each Desk being a “Season” 
(or series if you aren't American) with its 
own unique Story Arc, with the game as 
a whole containing a long, connecting 
Story Arc of its own. 


Each Desk has separate cases but they 
are all connected in some way, the final 
case providing an exciting conclusion 
which is equivalent to any season finale 
with the very final Case of the game 
pulling of a satisfying (In a strange way) 
conclusion to the Game which doesn't 
really leave much open for a sequel be- 
yond revisiting the location and charac- 
ters in an entirely new scenario. 


The story is a deep, gripping and mem- 
orable experience and it really shows 
that Video Games can provide an intel- 
ligent narrative which would fit in any 
Movie or TV Show of the same genre, if 
an L.A Noire film isn't being considering, 
РІ be very surprised, because it is great- 
ly deserving of such an adaptation. 





The Facial Capture thing works! 


| think we were all a little gob-smacked 
when we first saw the first trailer for 
L.A Noire that sported the ridiculously 
highly promoted Facial Capture sys- 
tem, which promised to bring across an 
actor's facial performances directly into 
the game without any faults or imper- 
fections. lt could be argued that a lot 
of games were getting close to creat- 
ing this level of detail without the fancy 
tech (Enslaved : Odyssey to the West for 
example) but they've all been simply 
obliterated by this stunning new break- 
through in gaming tech. 


Ohay, so it's clear that some perfor- 
mances have been more lovingly cap- 
tured, with some side-characters char- 
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acters looking a bit odd at times due to 
wrinkles and the like, but on a whole 
the system works brilliantly, even at the 
end of the game you'll still be in awe at 
the sheer level of detail in each charac- 
ters face, which is of course, Rey in the 
games party piece of detecting lies in 
a witnesses testimony through subtle 
twitches and nervous glances which are 
only able to be brought across thanks to 
this wondrous technology. 


It's going to be hard to go back to regu- 
lar games now that I’ve tasted the de- 
lights of L.A Noire and its magical Face- 
Om-Aton, that names copyrighted by 
the way...by me. 
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Exciting, Unique gameplay. 


If you haven't heard already, | wasn't 
that big of a fan of Rockstars last big 
hit, Red Dead Redemption which ran 
off with the majority of last year's Game 
of the Year awards liRe the bandits it so 
accurately recreates. lt was because of 
this, and the similarities in L.A Noire's 
design with Red Dead that | very near- 
ly didn't bother with the game at all. 
Thank god | did, because it's nothing like 
Red Dead Redemption, and it's all the 
better for being that way. Sure, some 
control mechanics are similar, and the 
map definitely feels Red Deadish, but 
apart from that, it's all new and all fan- 
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tastically fun. Let's get the unique stuff 
out of the way first, L.A Noire tasks you 
with solving numerous murder cases 
and each case is divided into two main 
categories of detective work, the first of 
which is crime scene investigation. 


No no, there's never a need to put on 
sunglasses and say corny puns, nor ap- 
parently, a need for any kind of print 
dusting for that matter. What you are 
tasked with is examining the scene of 
the crime, gathering clues from both 
the surroundings and then the corpse, 
or corpses depending on the case. These 
clues will lead you to other locations 
which will then, in turn also need to be 





given the once over by Phelps and his 
various wacky side-kicks (DISCLAIMER: 
Wacky may actually mean mentally 
scarred, cold shoulder giving veterans). 


Once you've done the investigating, 
there's witnesses and suspects that need 
to be questioned/interrogated depend- 
ing on the situation. The Facial Capture 
system is used in this regard to give you 
an idea if the person is telling the truth, 
lying, or is simply hiding some crucial 
information from you, if you think the 
person is lying then you're going to have 
to back your accusation up with some 
hard evidence, which is where the clues 
you've gathered come into play. If you 
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misread a person then you will poten- 
tially miss out on a vital clue or loca- 
tion that would have come in handy at 
a later date and this will show on your 
overall performance score at the end of 
each case, which is rated on a 5 Star sys- 
tem. The reactions from the characters 
changes depending on how well you 
interrogate people, but the ending will 
always be the same which means you 
aren't severely punished for misreading 
a person's face, a mistake that you will 
make at least once in the game. 


Moving onto the exciting aspects of 
gameplay, we reach the inevitable 
“GET AFTER THAT GUY" moments 
that will be familiar to anyone who's 
watched TV Shows such as Hawaii Five- 
O and CSI, these chases scenes are either 
on foot, or in a car, or in some cases a 
mixture of both. On foot sequences are 
great fun, and will have you generally 
navigating the tops of buildings before 
either ending in a fist-fight, or a shoot- 
out. 


The car chases on the other hand, are 
some of the best lve seen in a game 
not dedicated entirely to racing. The 
damage on both the cars and the en- 
vironments is deeply immersive and 
you will have a blast tightly navigat- 
ing your way through alleys, side roads 
and bustling construction sights before 
you either manage to crash the car you 
are pursuing, or they themselves do the 
honors. 


Toss in the numerous Street Crime side 
missions that will have you doing both 
of the above as well as the occasional 
shoot-out at a bank and you've got 
yourself a cerebral detective game that 
perfectly mixes up the pace with some 
heart-pounding action sequences. 





Cole Phelps is a fantastic 
character. 


If a game which focuses primarily on 
story fails in providing an interesting 
lead character then it could be ar- 
gued that the game itself has failed as 
a whole. Thankfully L.A Noire provides 
players with a complex and deeply like- 
able character to control, and we are 
taken through his journey through the 
ranks of the LAPD, starting out as a 
lowly bobby on the beat and making it 
all the way up to a Homicide detective 
and...Well | won't spoil anything more, 
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but needless to say by the end of the 
game you will feel a connection to Cole 
Phelps who, on the outside may appear 
to be the definition of a squeaky clean 
copper, but inside is hiding a troubled, 
dark past and many other secrets that 
will unravel over the course of your 
journey. 


The likeability of the character is down 
mostly due to the fantastic performance 
given by Mad Men co-starrer Aaron 
Station, who has the honor of being 
one of the first gaming actors to pro- 
vide both full physical and vocal acting 
talents to a game. It's hard to go into 
to many details without spoiling the 
unique experiences the game has on of- 
fer, but needless to say, Cole Phelps is a 
character you won't be forgetting any 
time soon. 


Jazz-Tacular Soundtrack. 


Now, don't get me wrong, you won't 
find me listening to Jazz on my iPod but, 
let's face it, a game like L.A Noire was 
not going to have a soundtrach ahin to 
the likes of Metroid Prime, was it? No, it 
was going to be Jazzy soundtrack, and 
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by god, what an excellent soundtrack 
it is. If there's one presentational aspect 
of the game that deeply immerses you 
into the environment of Los Angeles 
in the late 40's it has to be the music, 
from the moment you enter the (frank- 
ly, stunning looking) menu you know 
you're going to be in for a treat, words, 
as usual don't do the soundtrack justice, 
so here's a few select highlights before 
we move on. 


Yes | know, wonderful. *Smokes a cigar 
in the moonlight on a bridge in the rain 
wearing a hat* 


$o much to see and do. 


| guess you'd expect such a thing from 
the people who brought you Grand 
Theft Auto, but once again Rockstar 
have provided a game that gives a 
lot of bang for your buck. In the main 
campaign there are 5 Different Desks 
to progress through, each one contain- 
ing an average of 5 cases, each about 
an hour long give or take, without any 
exploration, the main campaign will 
roughly take about 12 Hours to com- 
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plete depending on the amount of 
driving you do (As opposed to letting 
your Al Partner automatically drive 
you to locations). Once you've done the 
campaign, there are 40 short but sweet 
Street Crime Missions to do, with about 
10 on each desk, with only certain desks 
containing said missions. 


You’ve also got 13 Newspapers to find 
which provide additional information 
about the finale narrative arc of the 
game, in addition to this there are hid- 
den cars to discover, 50 Golden Reels to 
collect (You won't be able to do that 
without some kind of assistance from 
the internet), Landmarks to discover 
and a 20 Level Ranking System to work 
your way through. In total, reaching 
95% Completion took me 22 Hours to 
achieve, with the last 5% dedicated to 
driving every car available in the game, 
which frankly, is impossible. 


Throw in the incentive to 5 Star each 
case in order to get clues you may have 
previously missed out on and you've 
got yourself a game that well and truly 
justifies the hefty price tag that many 





games these days fail to live up too, and 
this is for a game without any multi- 
player mechanics. Good stuff indeed. 


TheDad 





DRIVING me up the wall! 
AHAHHAHAHA. 


So, ve already stated that Car Chases 
in L.A Noire are a lot of fun, but driv- 
ing about L.A on a regular basis? Well... 
it's fun, but functional? No. In order to 
progress through each Case, you'll need 
to drive about the massive map of Los 
Angeles in order to reach key locations 
and gather evidence, the problem is 
that it's nigh on impossible to drive any- 
where without crashing into someone, 
or something. The streets are ridicu- 
lously busy with Cars packing the high- 
ways no matter what time of day it is, 
and not seeming to pay any attention 
to law or order. Getting crashed into by 
a car speeding round the corner is one 
thing, because, let's face it, you weren't 








paying attention to the traffic lights ei- 
ther, what's REALLY annoying is when 
you're driving about, sometimes in a 
chase with your sirens blaring and some 
retarded asshole randomly change: 
lanes right in front of you, causing you 
to smash into the bach of him, resulting 
failing the Chase you were involved in. 


It wouldn't be so bad if it wasn't for 
the fact that every bit of damage you 
do detracts from your final Case score, 
meaning you might of correctly identi- 
fied every lie, gathered every clue and 
put a guy behind bars, but still end 
up with a low score because some guy 
crashed into you! Take into account 
every time you hit a wall or sandwich 
board as well, and you'll find yourself 
racking up a hefty bill by the end. This 
is especially annoying considering the 
game has you speeding round corners 
are high speeds and down back alleys 
in order to catch crooks, yet still penal- 
izes you when you just happen to brush 
against a fence! 


Oh, and one more thing, how comel can 
plow through a lamp-post, but smash 
straight into a Washing Line which has 
seemingly been made out of adaman- 
tium? Ridiculous. 


Has a mind of its own sometimes. 


This is but a small niggle, but | felt that 
sometimes the game was trying to take 
control away from me and play itself. 
This mostly occurred when trying to go 
down stairs or walk past a lift, the game 
automatically starts to move in a cer- 
tain way without any warning, mean- 
ing that when | try to move myself in a 
different way, the game has a spaz and 
gets confused. | don't need you to direct 
me to a Lift button or down a flight 
of stairs, game! PVE BEEN PLAYING 
GAMES FOR YEARS, STOP ASSUM- 
ING CONTROL OF THE MOST SIMPLE 
OF TASKS! | CAN CONTROL MY OWN 
DAMN VIDEO GAMES! | AM A HUMAN 


BE-Oh wait; l'm a Lizard, never mind. 
$treet Crimes. 


This was something | had a major beef 
with, the Street Crimes are fun, but 
once you've done them, you've done 
them, why do they need to stay on the 
map? More to the point, why does the 
game decide to automatically play 
that Street Crime every time you go 
past it? Street Crimes practically render 
the vicinity of their location impossible 
to navigate, what’s especially annoy- 
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ing is that sometimes you aren't even 
aware that you're about to end up in 
said Street Crime. Maybe lm missing 
some way to turn this highly annoying 
design flaw off, or maybe Team Bondi 
just dropped the ball on this part of the 
game. It's not going to be to everyone's 
tastes, if you prefer a more straight- 
forward, non-stop action game to one 
where the action only occasionally lifts 
off then | would be hard pressed to rec- 
ommend L.A Noire to you. However, if 
you are looking for a unique, one of a 
kind, memorable story driven experi- 
ence then | can't recommend this game 
to you enough. 


It’s been getting surprisingly mixed re- 
views but, personally, | think L.A Noire 
is one of the finest games to come out in 
a long long time. If it wasn't for the fact 
that Dead Space 2 has also come out 
this year, | would say this game was a 
shoe-in for my Game of the Year so far. 
It’s a cinematic, engrossing detective 
mystery which features some surprising- 
ly intense action sequences that prevent 
the more cerebral aspects from becom- 
ing dull. Taking into account all these 
aspects, plus the value for money you 
receive, | cannot recommend L.A Noire 
enough. Rockstar has done it again. 
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It's been a whole year since Link joined the Royal Army of Hyrule. 
À whole year Pull oP relative calm and prosperity. 


I can't complain, I guess. 
Even though the rebels keep Lon-Lon ranch has grown a lot 
on fighting, their blades have during the past months. 
not reached the city. 
Our ranch is the biggest provider 
in all hyrule, we even Supply 
the Palace with our products. 


Ё We have top quality livestoc 
> and all these modern machines 


F Everyone leads a norma 
and peaceful life 


my Pather Talon. 
he Makes ме во mad Jr. it's so rare 
sometimes, bub I guess to See him smile, but 
that's what dads do. today he's doing it a lob, 
It gives me the creeps. 


N) 


(Г 


у 


remia. “ Ne d And Vaati. An orphan zm 
1 she's been like - AN we Pound some years 1 


F Mybigsis, ^ 
ago. But he's become $ IP there's nothing 
х part of the family. J Y | missing in my life, then... 
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a mother 
to ME. 
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Pirst time he — 
0 goesona | 


Malonti | | L| carere 
à " | (oss 30 seconds ago! 
Г we're supposed ~ i I'M nob going to! be 
| bo leave TODAY! You ' * | ready in 
cabchn' up with us L- | „ half a minute! 


He'll just ^ Maybe some day he will be 


f stop pestering S ie > 1 
quate Por ми little g Now lose 88 
us Por a couple ОЁ ——— dd that long Pace " 
: Ё HE 1 ü and get dressed 
— | X | or * leave — 
Dad, please. b = ya behind, 
$ eh? 





| There's that _ 
smile! Д 
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These so called 

“rebels” are nothing but 
"a pack of anarchists, people who are jealous 
of the prosperity of our ever greater - 

kingdom. They Pighó only to А regime that 

revive an old rogne privileged the rich, the nobility 

but book no heed of the a Е 
common Polk's pleads j а n 





~ re we going 
Lo let them bake away our 
ter, our calm, 4 
. our well being? 


Br —— e— 
— te n mu 


E: say we must Finish 
them ab once! 


For mother Mural е, 
let us end this Por 
once and Por all! 


Death to those traitors! ты E 


Fox MZ ANS 
AP 


your Speeches anyways? a < E 
Mother hyrule? You are not. A 

even a Son of this land. 
— Now, iP you excuse ме, 


I shall be in my Chamber. 


I can't be arsed to care 


about these silly events. 


“Mat nol — 1 Т 


accu 


Se 


No! and you —_ 
better get 
used to cali 
me Queen. 
Remember you 
are just the 
regent until 
I'M old enough 
to claim MM 


crown. 


Princess, ^ 
' aren't thou going bo 
, Share a Pew words oP courage | 
bo thy soldiers? _ 


Yes, My Queen. | 


We depart exactly at ten hundred 
hours, be sure bo be 
there on time! | 
You have precisely 
thirty minutes to £ 7 


say your goodbyes = — 
and get ready. 


E 





— en 
Were going to kick | PN ‚ Hey champion! 
their rebel butts! Ä : МЎ | 


| 


Papa? 


You guys came! 


course we did! he'5 fine, can we 


— — We wouldn't miss go home 


Look, 
. Malon is a bib down. 
probably Some women _ 


Hey Malon...em... | 15 it the last 
it's just Por a short time, _ | time? Por real? 
I promise I'll be ok. 


4 [| Yeah 


I swear! 


Ww. once we 
there won't 
be anymore 

^. battles. 





You come back 
in one piece, understood? en 


M | 


Hey mister 196 
class Sergeant! 
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What? } 
now that you're Come on! We're gonna be late! 
important you 
won't hang 
out with 057 


Go on! You don't 
r e want to be late 
Sorry, Did we on your Pirst day 
interrupt a sob as Sergeant, 
moment? 


And Por the love of Nayru, | 
don’t do anything stupid ) remember how I got into 


I was so nervous I can't even 


like you Usually do. the train. I can't even recall 
Saying good bye to my Pather. 


—e 


Il try. 





Your mother land 
is proud of her 
chilaren. 


Proud as well 
of those who stay 
at home, _ 


Today will begin our last 
battle bo preserve peace. 


wie 


| 


isn't; that 
the Lon-Lon 
cuceold? 


The what? 
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Proud of those = 
gathered here, on bheir way 
bo defend her Prom the 
Piendish claws of 
those who oppose her. 


working hard 
` Lo Make of this a land 


of prosperity! 


| May the blessings of 
he Goddesses be with You. 


You know! The girl 
whose boyfriend 
is doing the Princess, 


Poor girleveryone > 
KNOWS except hen. . 


50 / E- IY 


I love these new trains, I don't geb Sick on them. 


\ 60, it’s your Pirst time, huh? 


Ithink 
‘he just came in! ; 


By the way, 
Who's our 
و‎ 
k superior? Are 


‚ you kidding 


me? 


No, seriously 
| Are you 
Е kidding me? 


Believe it 
or nob, that's him! 


F That can't be! FU People 7 
say one biwe he Pelled 
over 100 rebels single 

A handedly. 


- Don't 
' be Pooled by his 
looks, he's quite 
m. Skilled á 





EAT Y NEE 


' He's a first class Sergeant and those guys with him, ` 
bhe ones who do look like men, 
they're his clique. 


: Е er 
I Still call bullshit But, you know? How would L «OM MY — 
m 0n that! 4 ' PUMOP has it 

. that he nailed | | 


| bhe princess 
i». Por the job. 


dit off Mê 
you pussii 


To Be Continued... 
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Hello gis I’m fiveca and today I’m going 
to take a look at Dead or Alive series. 


Well today | am going to look past be- 
yond the boobs, actually | will discuss if 
we as gamers can actually look at this 
games and not be entitled to act like 
idiots about bewbs. 


The reason l'm mahing this blog entry is 
because of a twit from Ben of the staff 
here in ScrewAttach -» 


As you can see he was actually con- 
cerned that even while the latest Dead 
or Alive game for the 3DS is a good 
fighting game that is also fun to play 
the comments about the game are still 
about boobs, and as you can see | also 
think that Tecmo has done too much 
harm to the series reputation to be tak- 
en seriously, but being completely un- 
biased (SHUT UP | CAN BE UNBIASED 
FOR THIS) who would actually be 
right? Are we gamers justifying the bad 
stereotypes hold onto us? Has Tecmo 
damaged so much the Dead or Alive 
series to be taken in a serious manner? 
let's ind out. 


For starters let's take a look on what 
the Dead or Alive series is about, ac- 
cording to Wikipedia DoA is “a video 
game series that is primarily composed 
of fast-paced fighting games. The series 
is produced by Tecmo and developed 
by Team Ninja. lts story and characters 
are the creation of Tomonobu ltagaki.”, 
and let me tell you the fighting games 
of the DoA series are pretty good, bad 
thing for me is that | have not played 
the games after the 2nd one on the 
PlayStation 2, | never owned the origi- 
nal Xbox and | never actually cared to 
look for DoA 4 over the 360, and the 
biggest reason is that for me the DoA 
series has become a sad joke about sexy 
pixels, now don't get me wrong unlike 
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+ @ScrewAttackBen's Tweet 


2 ` 


(fà, ScrewAttackBen Ben Singer 


n 


e Why gamers are given a bad stereotype = Show 


them a a good, thought-out, addictive fighting 
game and all they comment on is "bOObs!" 


2 Jun 


"^ wi m» 
in reply to 


E @fjveca 


Francisco Velo 


@ScrewAttackBen while I agree 
with you, I have to admit that the 
DOA devs has cultivated that 
behaviour way too much to not act 


like that 


with some other games that feature ul- 
tra sexy women with provocative out- 
fits, this game series HAS GOOD GAME- 
PLAY, let there be no doubt about 
it, and even Ben after my reply to his 
tweet cared enough to answer a very 
valid point. 


| GScrewAttackBen 


Ben Singer 


'^fjveca like I said in my review 
yeah, but it also comes off as an 
excuse. Doa isnt the sole culprit 
anyway. EVERY fighter after KoF is 


2 Jun via Twitter for Android 


L7 Favorite tl Retweet *s Reply 


He actually has a very good point here. 


We all know that women in videogame 
are awfully bad portrayed in many 
ways, but l'm not here to talk about 
that and | know that for example Whit- 
ly and Tay-Clem have astoundingly 
good blogs about female 
characters in videogames, 
seriously check them out, 
and to be completely 
honest DoA didn't start- 
ed the trend on showing 
disproportionate women 
in videogames, but let's 
show proof about other 
games just where Ben is 
pointing. 
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Mia Shiranui from KoF and no this is not 
a fan art. 


Cammy White from Street Fighter, and 
that's supposed to be a military outfit? 


Mileena from Mortal Kombat, | see bach 
pain in her future. 





So what makes the DoA series differ- 
ent from any other fighting games that 
features sexy females with provocative 
outfits you may ask? well why don't you 
see it for yourselves? ---> 


Yeah your eyes are not deceiving you, 
yes that is a Dead or Alive game, and 
no it is not a fighting game, but let's 
put this a little into perspective, at 
some point into the life of the original 
Xbox console, the Dead or Alive series 
became exclusive to Microsoft, and 
again at some point someone at Tecmo 
though that they could try to make a 
volleyball game with DoA (not at all 
a boob fest)... in a beach (Hey! beach 
volleyball is even an Olympic sport)... 
where you can change the girls outfit 
and put them in the tiniest bikinis that 
any pervert could have though of (ok it 
is a boobfest even | can't defend that)... 


OK but what if the main aspect of the 
game, the Volleyball, is superbly done? 
and it turns out to be the Mario Kart 
of the Beach Volleyball games, a fun 
arcade game with a great system that 
allows for entertaining matches, well | 
never got to play any of the Volleyball 
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games, | never owned an Xbox and for the time it came out on the 360 | really wasn't interested in this “game” so why not 


take a look at some reviews of the original spinoff: 


“What is Dead or Alive Xtreme Beach Volleyball? 
It’s a volleyball game with very little volleyball. It's a poorly 
designed casino. It’s a virtual pinup calendar that could have 
used some more variety. It’s a shopping simulation. And, per- 
haps most of all, Dead or Alive Xtreme Beach Volleyball is a 
graphical showcase that mahkes for a pretty uneventful game. 
With no real beginning or end to the festivities, you could the- 
oretically play the game forever. But once you've mastered 
the volleyball, the gameplay portion becomes a nuisance that 
stands between you and the completion of your item collec- 
tion, and the virtual peep-show portion of the game isn't done 
well enough to score solidly in the fan-service department. It’s 
easy to get the impression that someone once had significantly 
higher hopes and dreams for the game, but the end product 
feels empty and utterly unfinished, making it best suited for 
a curious rental than anything else. Hopefully Tecmo’s Team 
Ninja has finally gotten the “sexy polygonal models” thing out 
of its system and will get bach to basics for its next project.” 


"DOAX is particularly difficult to review because it de- 
livers on its promise of controllable, near-naked models even 
though controllable near-naked models isn't what the game 
should be about. The volleyball part of DOAX begins as an 
afterthought to the girls, but really ends up being the great- 
est strength of the game. The fact that every character in the 
game is showing off plenty of flesh never became irrelevant 
even when | was locked in a close match where every bump, 
set and spike was crucial. Beautifully rendered women and 
solid volleyball is what was required for this game to be tak- 
en seriously, so in this regard, the game was very satisfying. 
However the item system that's intriguing initially and ends up 
scattered combined with some missing presentation elements 
end up being bigger negatives because the rest of DOAX is so 
well done. Dead or Alive Xtreme Beach Volleyball wasn't at- 
tempting to do too much more than put the voluptuous DOA 
girls on a beach playing volleyball. That's what we were given, 
nothing more, nothing less.” 





Well this 2 reviews actually say that 
the Volleyball aspect of the game is 
pretty solid but this would be fine IF 
that part was the actually main event 
of the game, and yet in both reviews 
agree that the Volleyball is some sort 
of excuse in order to actually put a lot 







of digital girls into tiny swimsuits and 
fap at watch them. So ok | guess that 
just like the Gamespot reviewer said | 
really hope they just make the game 
and return to the fighting series that 
is good and is not just about teenag- 
ers sexdreams, and it seemed to be the 
case with the arrival of the Xbox 360 it 
also came the Dead or Alive 4 a proper 
fighting game that expanded on the 
previous entries as well as giving the se- 
ries a big jump in the graphical scenario 


also in a more serous note ever since 
| saw this trailer every time | hear the 
words “How crazy are you?” all | can 


think is BOOBS!!! 






and then... 


Voyeurism the game. 
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YOU HAVE TO BE KIDDING МЕ!!! how 
did this spinoff got a sequel? accord- 
ing to VGcharts.com the original game 
merely sold 555,244 copies, that's almost 
100,000 more copies than Enslaved: 
Odyssey to the West and that is a shame, 
but | digress the Original DoAXBV did 
not sold all that good, why care in mak- 
ing a new one? well my answer would 
be that it was for the Xbox 360, a much 
more powerful machine that would al- 
low for a better and deeper game, and 
it had the promise that it would have 
more than just volleyball, and they did 
add new minigames. 


Yeah | guess that those new minigames 
add a lot of gameplay and replay val- 
ue to the series (that was sarcasm if you 
didn't noticed), yet again maybe they 
were trying to prove a point that they 
could not in the first game, but then 
again what point was it?. 


Truth is this game got it bad, and | 
mean BAD, either with the critics hav- 
ing the actual metacritic score of 53 and 
it had 22 mixed reviews and 20 nega- 
tive reviews. 


» gaue the game a mere 64 out 


of 100, and here | give you the closing 
comments: 


: "Dead or Alive Xtreme 2 may not 
really be about the volleyball or other 
mini-games, but you still have to go 
through the games to get money before 
you can partake in the other stimulat- 
ing activities and it's all a chore. Al- 
though the visuals are nice and there 
isn't a better game out there for ogling 
digital women, the new mini-games 
are a poor excuse for added gameplay 
and too much of the first game was re- 
cycled. Dead or Alive Xtreme 2 falls flat 
as a sequel and missed an opportunity 
to flesh out the gameplay. We wanted 
to give Dead or Alive Xtreme 2 a 6.9 for 
the sheer sophomoric hilarity of it, but 
the game didn't deserve it.” 





Biggest technological advance: Each 
boob moves independently, GENIUS!!! 


And the game sold worst that it's pre- 
decessor with only 193,805 copies sold 
worldwide that's less than a half of the 
first entry, not even half of what the 
original game sold, | think that most 
gamers were sending a message here, 
and the message was clear enough. 


Anyways after this game came out in 
2006, DoA games just stopped, | guess 
that Tecmo was too busy making the 
Ninja Gaiden games for the 360 and 
PS3, in order to make a DoA fighting 
game, and then in 2010 a new Dead or 
Alive game was shown, maybe this time 
| would actually care enough to buy 
the game, and since the return of Street 
Fighter to the Fighting game scene 
maybe they will make a game worth 
owning, sadly it went to the PSP, | don't 
oun it, but something caught my at- 
tention the game was entitled Dead or 
Alive Paradise, wait something's wrong 
here, that doesn't sound like a title for a 


fighting game. Ves it is another game 
about boobs and only boobs, | guess | 
could justify the sequel in Xtreme 2 but 
a third one? and in a handheld?. What 
is the purpose in the existence of this 
game? why were the first 2 games not 
enough? OK you finally got out of the 
Xbox 360 and after 4 years of no Dead 
or Alive games you make this pervert 
voyeurism simulator? Why? Why? just 
tell me Why? this game wasn't released 
on a new ultrapowerful system, neither 
utilized any revolutionary new con- 
trols, it didn't add anything new to the 
franchise, this game only exist because 
you can take your PSP with you to the 
bathroom (wait a moment how did this 
game sold so poorly?). 





Vet again the game flopped, and even 
worst than the previous entry of the sub- 
series, the metacritic scores plummeted 
into 36, eurogamer gave 3/10 but let's 
stick to IGN that gave it a flat 5, so read 
this only sentence about the game: “At 
the end of the day, if you're old enough 
to legally buy this game, chances are 





The ultimate reward for the gamer af- 
ter finishing the game, a pixelated pole 
dance 


you're mature enough to let it pass by." 
that alone speaks volumes of how bad 
was that game, and it only sold 112,207 
units, that was bad, that was awful 
from the retail perspective. 


Although we have to give the fighting 
games a big pat in the back, DoA fight- 
ing games are serious fighting games, 
the fighting mechanics are simple to the 
newcomer but very deep if you really 
want to dig into the franchise, with the 
basic premise that you have 3 types of 
moves, punches, grabs and counter;, in 
a rock, paper, scissors style, Punch beat 
grabs, counters beat punches, and grab 
beat counters, the combo systems is 
deep and even with premade combos: 
for each character you have freedom to 
“create” your personal combos, it also 
features delay moves, that makes your 
opponent think you have already fin- 
ished your moves and let their guards 
open for a brief period of time, that 
opens a very deep fighting system that 
must not be taken lightly, oh and the 
game is also fun, but i you can't believe 
me take the word from Ben of the Scre- 
wAttach staff on his excellent review 


about the newest installment of the 
DoA franchise. 


It seems that they have indeed contin- 
ued to make a great game that is en- 
joyable beyond the sexual attributes of 
the female characters in said game, but 
they took 6 years since the last proper 
DoA game to make this, and in be- 
tween this and DoA 4 the only games 
we had are by long the worst games 
on the whole franchise. While this is not 
the best excuse Tecmo did had a rough 


time in this last years, while | don't think 
that they did bad Financially speaking, 
because the Ninja Gaiden Franchise has 
sold well as far as | know, but one of 
the biggest names that the studio had, 
and probably the biggest, has left and 
even sued Tecmo, and no matter what 
company you are a situation like this 
has repercussions, it obviously delayed 
the production of new games and 

maybe only until now we are 
seeing how the post Itagaki 
Tecmo is, and no Metroid: 
Other M does not count. 


Good news is that even 
after ltagaki's departure 


the main DoA series a 
seems to be doing 
rather fine in the 


gameplay de- 
partment, while | 
have not bought the 
latest DoA Dimen- 
sion, every time | hear 
about the game it is 
something good about 
it, so they obviously did 
something right. 


Conclusion 


As far as the latest installment of this 
series goes, it seems that it should be 
taken seriously, but as a brand the 
Dead or Alive series has suffered of 
way too much mishandling to ignore 
it, and | still think that Tecmo crossed 
a delicate line that is going to take a 
lot of time for gamers to either forget 
or forgive, overall with th 
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title, yet still, | think that most gamers 
set an example with this Rind of games, 
they didn’t sold well and | think the 
statement ha been loud enough, unless 
Tecmo takes the DoA series seriously we 
gamers won't, although | have to admit 
our behavior is not the best, not even 
good sometimes, but at least this time 
there is a real reason to ac- 
tually make fun of a 
game franchise. 
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by g1 gazisultima 


Well, this year is slowly shaping up to 
be an interesting year in the over-sat- 
urated FPS market. Activision is once 
again releasing another installment in 
the Call of Duty franchise, and EA are 
bringing out the big guns, setting their 
sights on their competitors' throne. Both 
games have already had an interesting 
history, and they aren't even out yet! 
From the news that has hit so far, it is 
obvious that both companies are really 
going to try with this one. Activision ob- 
viously wants to keep its cash cow, and 
EA wants some milk from the cows ud- 
der (1 dunno, l'm useless with analogies). 


Who's going to win? Well, | will give my 
own opinion, along with some facts, 
to help build a better picture of who | 
think will be victorious. Let's start with 
the “king” of the FPS world shall we? 


Activision's reveal of MW3 was a total 
mistake. They wanted to wait a while 
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longer, but fans will be fans, and they 
managed to hack Activision, and ob- 
tain all the teaser trailers they pro- 
duced, along with all the information 
from future press releases. Even though 
the “surprise” was ruined? Who could 
honestly say they were surprised when 
the game was “revealed”? If you were 
surprised, leave me a comment with a 
reason why, because you obviously live 
on Mars. At the very least you've lived 
in a cave since before CoD4 came out. 


Anyway, moving back to the main 
point, Activision decided to roll with this 
accidental reveal and just let the people 
do their thing instead of trying to cov- 
er up anything. | have to say, it was a 
smart move on Activision's part. If they 
played the almighty power and smite 
those who hacked them, they would 
lose popularity, sales would probably 
suffer, and their reputation would drop 
further than it already is. So it was a 
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good idea. Since the trailers showed no 
gameplay, | was actually curious to see 
what would happen. Would the CoD 
formula finally change? Could this entry 
in the series give the franchise a much 
needed breath of fresh air? The skep- 
tic that | am decided to hide away for 
a bit while | eagerly anticipated some 
gameplay to see if they finally decided 
to change CoD a bit. Oh how stupid | 
Was. 


| first saw the gameplay on YouTube. | 
first started watching, and | had to check 
the name of the video | was watching to 
see if | was actually watching Modern 
Warfare 3. Honestly, | got confused, be- 
cause for a second, | genuinely thought 
| was watching footage from a previ- 
ous game in the series. l'm dead seri- 
ous. From what l've seen so far, MW3 
has changed absolutely nothing. Even 
the little things, liRe button prompts 
look absolutely identical. They've had 2 
years to develop this! Two years is quite 
a long time, and | am frankly disgust- 
ed, that once again they decide not to 
change anything, and proceed to make 











the same game, with slightly different 
environments. It’s lazy to the ultimate 
degree, and it really speaks volumes 
about CoD's target audience, that 
they're so stupid, they will go out and 
buy the same damn game every year, 
just to be cool or something like that. 


To sum up my opinion in a small space; 


another year, another damn CoD. | will 
NOT be buying this game under any 
circumstances. | refuse to be pulled into 
Activision's money grabbing schemes 
anymore. CoD was fine when it first 
went modern, because that was a true 
advancement of the series, and the last 
actual advancement CoD made until 
Activision really started making money, 
and decided to milk the hell out of it. It 
really does make me sich. 


Right then, time to move onto the com- 
petition! 


| am a recent Battlefield fan it has to 
be said. lt took me a while to get into 
the series, as the game | bought to in- 
troduce myself was the downloadable 





title, Battlefield: 1943. It was good, but 
slow for newcomers, and didn't re- 
ally enthrall me that much. Since I’m a 
console gamer, | wasn't privy to the PC 
entries of the Battlefield series. A friend 
of mine had the original Bad Company 
for the 360, and kept telling me about 
how great it was, but the demo did 
not impress. For some reason though, 
the series still interested me, so | went 
out and bought Bad Company 2, and 
damn did it impress. 


The destruction engine was truly in- 
credible, the campaign was of a decent 
length and contained great charac- 
ters and the multiplayer. Don't get me 
started on the multiplayer! Easily the 
best team based shooter experience 
money can buy, short of Team Fortress 
2. Playing on Xbox Live, there are far 
less dicks in comparison to other games 
(CoD comes to mind again), and ev- 
ery player can have a role, even if they 
aren't brilliant in combat. It’s perfectly 
balanced, and matches can be really 
unpredictable, with early leads quickly 
turning into late losses. Absolutely sub- 
lime. 


When EA first announced Battlefield 
3, | was definitely a skeptic. Without 
seeing gameplay, | rolled my eyes and 
thought "great, EA are turning Battle- 
field into Call of Duty. | bet it will look 
identical to Bad Company 2!" Oh how 
| was wrong. My jaw dropped as | saw 
the gameplay. | had never seen graph- 
ics that incredibly sophisticated, and 
yes, | have played Crysis and Crysis 2 
round a friend's house on his monster 
PC. The destruction looked incredibly 
realistic, the player models looked fan- 





tastic. | watched the shooting, and it 
looked tight and responsive. | took one 
look, and decided | would buy Battle- 
field 3. Honestly, it looks incredible, and 
DICE really upped their game for this 
installment, which is certainly far more 
than what can be said for CoD. Obvi- 
ously, from recent events, Activision ap- 
pears worried that EA will take their 
crown, and they've shown it. The fact 
that the Activision CEO himself wanted 
to take a look at Battlefield 3 (to be 
consequently denied, hehe) speaks vol- 
umes about this. Bobby Kotick has also 
slammed Battlefield 3 on multiple oc- 
casions. Little does he realize that he's 
actually giving the game free publicity, 
and he's making it clear as day that he 
is worried, while EA sits back and enjoy: 
the show. 


Overall, | thinR my opinion is clear. | 
think Battlefield will win this little war 
between it and CoD. It appears to have 
actually innovated, rather than simply 
rerelease Bad Company 2 with differ- 
ent loohing maps; something | will now 
call the “CoD strategy”. | think that crit- 
ically, and from a reviewer’s standpoint, 
Battlefield 3 will crush MW3. It's clear as 
day from watching gameplay, which is 
the better shooter. Unfortunately, | fear 
MW3 will still win from a sales stand- 
point. CoD's fan base is huge to say the 
very least, and while they may be stu- 
pid, and all likely under the age of 15, 
it's still a large amount of people poised 
to buy MW3 on day one. EA will have 
to do something special to pull this ra- 
bid fan base away from their beloved 
shooter, but | think with such a quality 
product behind them, EA has a fighting 
chance of claiming the FPS crown. 
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For years, if someone wanted to rent a videogame, one had to drive down to the 
local video store, browse the selection, fork over seven or eight dollars and take the 
game home. At least, that's how! did it. 


And back then, | didn't have the luxury of skimming through a magazine to look 
at reviews to see if the game | wanted to play was any good. | had to judge a book 
by its cover, as it were, and just go by what was described on the box. 


Plus, my mom thought it was gross. 


| didn't rent games very often, but 
when | did, | was usually disappointed. 
Bad controls, poor story, and sometimes: 
there wasn't an instruction manual. And 
| was stuck with the game for the rental 
period. lt was a 10 minute drive to the 
video store (we lived in a pretty rural 
area) , and my parents weren't going 
to take me bach every time | didn't like 
the game | chose. Towards the end of 
the cartridge era, the no manual thing 
became more common, and the games 
themselves wouldn't work sometimes. 


That's when | got really disgusted with 
the whole rental process. But it wasn't 
just the inconvenience; | realized it was 
amounting to a great waste of money. 
To а 10 year old kid in the 90s, seven or 
eight bucks were a lot of money. And 
every time | wanted to rent a game, | 
had to pay for it myself. So l'd save my 
allowance and birthday money in order 
to be able to rent the next Sonic game 
or Earthworm Jim. The rental process 
was a frustrating ordeal that taught me 
a valuable lesson in economics. 


After a much extended hiatus from 
videogames: (the first, and last, system 
| owned personally was a Model 2 Sega 
Genesis), | jumped bach in with the 
current generation of systems. After a 
few month;, | grew tired of the same 5 
games my brother had for his 360 and 
decided to dip my toes into the rental 


pool once again. | thought my chances 
of success were better; after all | was 
armed with knowledgeable reviews 
and editorial opinions. That only solved 
half the problem. Sure, | now knew 
which games to avoid, or rent for a 
night of cheesy fun with my friends, but 
| was shocked to see that it was still so 
expensive. 


When | rent movies, it's only one or two 
dollars per film. For games, it's still seven 
or eight. Granted, games cost more than 
movies to buy, so rental stores need to 
balance it out. But come on.When Рт 
at home, | rent from Blockbuster...which 
is a poor choice on my part, but there 
isn't anywhere else. While I’m at school, | 
rent from Family Video, same price, less 
hassle. But now Blockbuster is bank- 
rupt, so | guess it's a moot point now. 


The first time | rented from Blockbuster, 
| felt liRe | was signing away my soul. Let 
it be known that | DESPISE video stores 
that require a membership to rent from 
them. The sign up process was long and 
arduous, made doubly so when | said 
| wanted a card for my brother so he 
could use my account while | was away 
at school. After all was said and done, 
| had to part with almost $20 for two 
games...rented for one week by default. 
The ghosts of lessons past haunted me 
as | tried to enjoy Overlord ll and Fall- 
out 3. 








The second day into the rental period, | 
found myself choosing between the two 
games. In days of old, a week would 
have seemed excessive. The simplistic 
designs of the games, due to the 8- and 
16-bit limitations, could me mastered 
in a day or two. Now, a weeh is barely 
enough time to complete the main sto- 
ryline, let alone complete any side mis- 
sions. Unfortunately, Overlord ll fell by 
the wayside whilst | delved into Elder 
Scrolls V: Nuclear Oblivion.....l mean 
Fallout 3. 


The price and irritation were enough to 
raise my ire, but the selection of games: 
was what set my teeth on edge the 
most. Three 2-sided rachs each of origi- 
nal Xbox and PS2 games, two 2-sided 
racks of PS3 games and one 2-sided 
rack of 360 games (my platform of 
choice). | was very upset and confused 
to say the least. 


| realize that Xbox and PS2 games are 
cheaper, and yes, the 360 and PS3 are 
backwards compatible, but this is ri- 
diculous. 


First of all, the 360 isn't fully backwards 
compatible. | recently bought Mad- 
den O6 at a garage sale, and when | 
popped it in the 360, | couldn't play it. 
Second, Microsoft abandoned to origi- 
nal Xbox about a year after the 360 
was released. There are developers and 
publishers that are releasing new Sony 
exclusives for the PS3 AND the PS2. I 
think it speaks volumes about customer 
opinion, but that's a rant for another 


time. lIl get you next time, Sony. Next 
time!!! 


SONY 


There were absolutely no Wii games 
at Blockbuster. | know Nintendo had 
a reputation for being “just for kids,” 
but there are actually some really fun 
games out there. | personally don't 
mind the cartoonish graphics. lt reminds 
me that games are supposed to be fun. 





Family Video, at least the one | go to, is 
far superior in terms of selection. There 
have a fairly even number of 360, PS3 
and Wii games. They even have a selec- 
tion of DS and PSP games. There isn't 
a single PS2 or Xbox game available 
for rent. Those are all stuck in a bin, for 
sale...cheap. 


Family Video doesn't require a mem- 
bership to rent, so that's a huge bonus 
for me. | can just go in, pick a game 
or two and walk out with them. The 
only drawback is that | still have to pay 
about $8 per game. | do have the op- 
tion to pay half price for a three day 
rental, but | don't feel | can complete a 
game in three days. At least, not unless 
| call off work or ship class. 


But now, there is a light at the end of 
this dreary tunnel. A new rental compa- 
ny, Gamefiy, is following in the footsteps 
of Netflix and offers unlimited rentals 
for a low monthly fee. What is this fee? 
$20? $30? No. $8.95....slightly more than 
the average price of a weekly rental 
and so | thought | found the solution 





to my problems.That blew my mind 
when | first heard about it. | can rent as 
many as | want for as long as | want? 


l'm so there. But the Ghost of Rental: 
Past haunted me again. She reminded 
me of all the times | was deceived and 
disappointed. So, | stopped squealing in 
a most undignified, fangirl fashion, and 
took a look at Gamefly. 


The glorious $8.95 is only an introduc- 
tory price. But if | decide the service is 
worth it, | might be willing to pay the 
regular fee. ($15.95 for one game at a 
time or $22.95 for two games at a time.) 
The library of games is staggering. Al- 
most every game for the 360, PS3, Wii, 
DS, PSP...and | believe | saw some GBA 


games as well. 


Their new motto is "Gamefly before you 
buy." | don't know about anyone else, 
but | don't buy games I’ve rented. If | 
beat the game, | don't want it. If | didn't 
finish it before the rental period expired, 
| rent it again at a later date or borrow 
it from a friend. The question that arises 
is: Will Gamefly make the act of pur- 
chasing a game obsolete? The freedom 
this company affords gamers is refresh- 
ing. After all, at 23 real life has knocked 
on my door and | don't have the time 
or money to devote to gaming to justify 
shelling out $60 or more for a game, or 
$300 for a system. 


If there is a considerable population 
sample that thinks like me, the gaming 
industry could be in big trouble. At this 
point, | don't think Gamefly will have 
any serious impact on sales, but if the 
economy stays the way it is, or (God 
forbid) gets worse, that could change. | 
have no idea how much Gamefly pays 
for each copy of game it stocks. | sup- 
pose they get some sort of rate discount. 
If this is so, Gamefly can offset the cost 
of purchase quite easily with subscrip- 
tion fees. 


The low rates may attract more of the 
older gamers. This older generation 
most likely is fostering the next gen of 
controller-wielding ^ warriors. Grow- 
ing up in an environment where more 
games are rented than purchased will 
greatly impact the younger genera- 
tion's spending habits. 


Game developers and publishers will 
have to take this into consideration 
when setting MSRP for products. Games 
and systems alike will be cheaper. 
Probably not by much, but enough to 
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compete with subscription-based rent- 
als. Another question that arises is: Will 
Gamefly adopt the Netflix trend of “in- 
stant” product? And, if so, will it make 
hard copies obsolete? 


Also, will it mean the end of awesome 
schwag? 


Sony has already leapt feet first into the 
all-digital age with the introduction of 
the PSPGo. The games are 100% down- 
loadable, no UMD discs. It works by in- 
tegrating with the Playstation Network 
to allow gamers to download major 
titles and casual titles alike. The only 
problem is figuring out what to do with 
all of your old hard copies, and throw- 
ing money into the empty void of the 
internet. 


Microsoft and Nintendo both offer on- 
line marketplaces of their own. Con- 
sumers use points to "pay" for con- 
tent. Xbox Live Marketplace offers 
everything from DLC for existing titles 
to casual games, indy games and retro 
games. 


The Wii marketplace has a pleasingly 
vast selection of retro games. (1 grinned 
from ear to ear when | downloaded Su- 
per Mario 64) Like the PSN, you end up 
spending real money for these features, 
but rather than using your credit card 
online, you buy vouchers in stores...kind 
of like gift cards. More convenient, and, 
in my mind. safer. In all honesty, | think 
it will be a very long time before hard 
copies of games are done away with 
altogether. Server hosting is expensive, 
and highly anticipated releases could 
cause networh crashes when a mass 
download is attempted, resulting in loss 
of capital. 


Gamefly has placed the industry and 
gamers at a crossroads. lts business 
model is definitely something that de- 
velopers and publishers should keep an 
eye on. 
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Game of the Year Mataral & Give the fans 


| will clearly state | am a hater of Call 
of Duty, and this is one of the major 
reasons why | absolutely hate this se- 
ries right now. Has anyone noticed that 
almost every time Call of Duty is men- 
tioned on a gaming publication website 
nowadays someone has to slap the title 
of “Potential Game of the Year mate- 
rial” on the game. If no one has noticed 
this then I’m shocked because | literally 
get aggravated that Call of Duty has 
gained the notoriety that it can never 
fail to please the public. In all honesty 
| can’t understand why this cash grab 
series constantly gets praised and wins 
awards for staying relatively the same 
for the past 3-4 years. | have seen other 
series and new IPs raise the bar, but 
what do they get in return for doing so 
besides the participation award. 


A lot of games barely get covered ex- 
tensively by publications today and 
that is one of the major issues why a lot 
of games are overlooked today. Last 
year | wanted to see a lot of informa- 
tion about Xseed’s partnership with one 
of the oldest companies in the industry, 
Nihon Falcom, and their plan to release 
6 games from two classic series in the 


wine they want 


by qn Saafitexd] Abomination 


U.S. Unfortunately Xseed’s work never 
really gets covered as well as a lot of 
other publishers do. Why? Money. Xseed 
is still a relatively small company when 
compared to the large publishing giants 
we have today, but they have a noble 
goal to release as many niche games in 
America as they can. 


Xseed can’t really afford to pay publi- 
cations to extensively cover the games 
they publish like Activision or Square 
Enix can. If anything Xseed can only af- 
ford to do one or two announcements 
for a game on each website and one of 
those is usually the review for the game. 
It is nice to hear that the Falcom games 
have actually done fairly well in the US 
so far, but 100-300 thousand in sales far 
under performs Call of Duty’s annual 5 
million in sales. 


| actually considered one of the Falcom 
games (Ys Seven) as my game of the 
year last year because it was fun and 
enjoyable experience that was some- 
what of a departure from the previous 
games in the series. Though Ys Seven 
did received praise on some websites 
such as RPGFan (PSP RPG of the Year) 


which is a website that appeals to one 
demographic (RPG fanatics) it didn’t 
get much praise elsewhere. | didn’t ex- 
pect it to either, but when | kept hear- 
ing the Game of the year title being 
thrown around Call of Duty Black Ops | 
felt as if Micheal Bay just outdid Steven 
Spielberg, so to speak, and | just had 
to laugh at how rigged and unfair the 
award systems are setup. 


Of course when you pit a well known 
multimillion selling franchise against a 
niche franchise more people are going to 
vote for the more well Rnown franchise 
than the niche franchise. Sales don’t re- 
ally determine the quality of a game 
though, so why do most of the awards 
of quality go to the highest grossing 
games of the year. | haven’t seen an 
award show display any amount of 
fairness towards the niche titles and 
the hidden gems that exist. | constantly 
hear the AAA developers games kick 
ass and take names while the develop- 
ing and well established B and C devel- 
opers get left behind. What | propose is 
that we stop having these Game of the 
Year awards because they continuously 
favor the high budget games over the 
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great lesser known lower budget titles, 
and in that regard are almost always 
a promotion for the AAA and more 
known titles. 


We should not judge our games by how 
much money is put into making them. 
We should judge them by how much 
heart was put into making them. 


Operation rainfall started about a 
weeh ago and it's purpose is to convince 
Nintendo to localize 3 high pedigree 
games (Xenoblade, The Last Story, and 
Pandora's Tower) in the U.S. What few 
people realize, | hope that this doesn't 
turn into a hate fight over this game, 
is that a game that was localized in 
Europe by NOE (Nintendo of Europe) 
was given over to Xseed to be localized 
in America. This game is called Solato- 
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robo Red the Hunter, and it is by far 
the hardest concept to sell to American 
gamers. 





This game is a DS title made by the 
same people who are mahing Asura's 
Wrath. Unlike Asura's Wrath which 
seems to be aiming to get the attention 
the God of War crowd it appeals to a 
very small group of gamers who played 
an obscure 1998 PS1 title called Tail 
Concerto. Americans also seem to be 
less inclined to buy a game with fuzzy 
and fluffy animals as the main charac- 
ters. So not only is this game a niche title 
it has a “niche within a niche” title. 


In all liReliness this game had almost no 
chance of being localized because NOA 
(Nintendo of America) refused to pub- 
lish it. Xseed took up the slack though, 
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and lm one happy gamer, or am |. 
While this game is going to be re- 
leased | have run into a lot of bad 
news within the past few months 
regarding the localization of many 
other titles that | wanted to see in 
America. The first one was .hack// 
Link (made by the same company 
who made Solatorobo, and Asura's 
Wrath). | didn't expect it to come 
at all, so | imported it. Now | hear 
Xenoblade may not be localized 
along with the Last Story and Pan- 
dora’s Tower. l'm not as interested 
in the Last Story or Pandora's Tow- 
er as | am in Xenoblade, but that's 
no excuse for NOA to not localize 
games that have already been 
translated into English. 


The main concern that NOA may 
be facing with these games is that 
they may not sell well, but this con- 
cern is unfounded. The Last Story 
is made by Mistwalker which was 
started by the person who is liter- 
ally the father of Final Fantasy, 
Xenoblade is another game in the 
well established Xeno series, and 
Pandora's Tower is well Pandora's 
Tower. There really isn't a reason 
to fear that these games won't sell 
well because a majority of them 
are well known titles. 


On the other hand Solatorobo 
won't sell as well as these games 
because it is a lesser known title, 
but it was allowed to slip through 
Namco Bandai (no localization 
central) and Nintendo to be published 
by Xseed. The fans of Tail Concerto are 
most likely happy that this happened, 
and I’m actually looking forward to it 
this fall. Unfortunately, | don't under- 
stand how this game got through, but 
| hope Xenoblade and the other games 
can do the same if Nintendo doesn't 
release them. Nintendo seems to not 
want to give up the rights to these 
games to another publisher or publish 
these games in America at the moment. 


| seriously give up, NOAÀ politics are 
dumb. If they don't want to make 
money it's up to them, but they should 
not deny the fans what they want. They 
should give these games to Xseed, Atlus, 
or any other publisher that is willing to 
release them If they don't want to mess 
with them. 
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MOVIE REVIEW 


by g1 Dark Magician 


| am the Dark Magician, a gamer, a 
writer, and | do like to think of myself 
as a mouie critic. Don't worry; this is a 
spoiler free zone for those that haven't 
seen it. On July 1st, 2011, Canada Day— 
my town’s cinema moved the release of 
Transformers 3 from Wednesday to Fri- 
day for this holiday. 


This change of dates really upset me 
because | had to wait a whole day. 
| was planning to see it ever since | 
watched Thor in my town’s cinema. 
That was the movie that finally got it in 
my head; there is a cinema in my town. 
Because it’s been 7 years since our the- 
atre burned down and in April this new 
one finally opened. 


| was so used to not having a theatre. 
Thor got me into the habit. And | was 
counting the days and budgeting my 
cash carefully only to learn it's going to 
be shown Friday. Yeah, | wasn't happy. 
It was an eternity to finally put June be- 
hind me and catch the first showing of 
Transformers 3 in my town which was 
12:20 P.M. 


My Impression? This movie leaves me 
speechless. This movie makes me feel 
like a jackass for not trusting Michael 
Bay and what he's been doing with 
Transformers. After the film, | feel as 
though | owe him so much for every- 
thing he's done with Transformers. 
What is one thing you loved to death 
as a child, you see getting this kind of 
treatment 20 years later? 


| was there when they opened the doors, 
got my ticket, and took my seat. Com- 
ing into the theatre to catch a film there 
are things | look for: 


First, there has to be something | care 
about in the film otherwise, why even 
bother to go out? And for this movie, it's 
about Transformers, easy. 


As a nerd, we are always fearful when 
something like this gets a movie deal 
and gets put into production. It’s be- 
cause we don't want to be let down. 
The director, writers, and actors must 


cater to us by mahing the film to how 
we see it. If it's not perfect, we flame it 
and sweep it under the table. 


| always carry that with me when | 
sit down in the theatre with any film 
adapted from a TV show, video game, 
or comic book... l'm always receptive to 
changes in the origins stories, character 
relationships, and who plays the hey 
characters. What they done in Trans- 
formers 2, it had me doubting this film. 


What shut off the nerd in me? As long 
as they make Optimus Prime freak- 
ing cool. And besides, Transformer G1's 
origin stories were never set, always 
changing, and just plain stupid at 
points. Though, they could call Sentinel, 
Alpha Trion. | don't see why they didn't. 
But he's voiced by Leonard Nimoy, so 
that makes up for it. Some Transform- 
ers Trivia, Leonard Nimoy voiced Gal- 
vatron in the 1986 Transformer animat- 
ed movie. 


Second, if it's a well put together film 
with the writing, the acting, and the 
dialogue. It’s directed by Michael Bay. 
Leonard Nimoy voices Sentinel Prime 
and Shia Labouf is always a fun actor. 
Everything was sound, but Carly played 
by Rosie Huntington-Whiteley who 
was just there to scream and looh fine. 
Though, she does do one thing that's 
mentionable. 


And you're always weary of that one 
embarrassing moment in a film that 
makes you want to shut it off right 
then and there. It happens a lot in an- 
ime. This one doesn't have them or doe: 
well to cover them up. Just as you may 
notice those types of moment;, it's al- 
ready buried under the films fast paced 
storyline and tons of action sequences. 
Throughout the film, there are a lot of 
great moments in the film where you're 
not quite done dwelling on this idea, 
moment, or piece of music in it. Luck- 
ily, the film moves so smoothly with the 
plot for it to carry over into the next 
string of scenes. | was worried a lot of 
the time for something to ruin the mo- 
ment. Didn't happen. 
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And third, there has to be something 
that transpires in the film that moves 
me. This is measured by how long and 
how big of an impression it has on me. 
Transformers: Dark of the Moon has 
that in spades. Enough so, that you will 
try so hard to recreate that experience 
to get the same effect in the future 
after seeing it. Avatar is a load of shit 
compared to this film. 


From beginning to end, it was pulling 
at my heart strings. It stirs up so much 
emotion. There was a woman within 
the theatre who burst out crying dur- 
ing the film at one point. Yes, it's that 
powerful. 


The movie itself is aware that it's been 
20+ years since the animated movie and 
its original TV series. It’s aware that the 
majority of its fans are adults and miss 
a great deal of their childhood. That is 
what was pulling at my heart strings. 
You'll have to watch it to experience for 
yourself rather or not this movie means 
that much to you. 


There were plenty of times; you are 
hoping they go deeper into an idea, 
moment, or a piece of music. | be- 
lieve that's the mark of a good movie. 
It doesn’t drag. It brings you in just so 
much then eases you down and your 
already bracing for the next leap of 
events. Those crucial moments in the 
film are as long as you want them to be. 


Final Words 


Yes this is my movie of the year. There 
isn't going to be anything this year that 
can top it. Only thing that may rival 
this movie, if Peter Jackson directs and 
produces a Power Ranger movie with 
the original Mighty Morphing’ Power 
Ranger cast and he gives it the Lord of 
the Ring treatment. 


It makes up for Transformers 2 being a 
terrible flm and makes me feel bad for 
being so hard on it. It also seems like the 
first Transformer film on a bigger scale. 
The only problem with coming out with 
a movie of this magnitude, you could 
only do it once. Can't be doomsday— 
everyday. 


Ves, that's my brief spoil-free review. Go 
see it. 
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| come from the Net — through sys- 


tems, people and cities to this place: 


Mainframe. That one line launched a 
breakthrough television series in 1994. 
ReBoot is marked in history as the first 
completely CGI television program and, 
in many user's opinions, one of Cana- 
da's greatest pieces of television pro- 
gramming. Finally, the series has been 
released to DVD in a complete collec- 
tion and | have recently just finished 
watching it. So, is ReBoot: The Defini- 
tive Mainframe Edition best viewed 
to Nostalgia-tinted glasses, or does 
this DVD collection does everything to 
Mend and Defend? 


The Show: 


| won't lie. | was giddy as soon as the 
first episodes started up. Remem- 
bering back to my youth when | first 
caught it on TV. But that's not what 
we're here to talk about. 


ReBoot takes place in the computer 
system, Mainframe, and focuses main- 
ly on Bob, a guardian from the Net, 
Dot, and a sprite who operates a diner 
as well as a number of other business- 
es, and Enzo, Dot's younger brother. 


The system, however, does have to deal 
with a couple viruses known as Mega- 
byte and Hexadecimal. Not only do 
the sprites and binomes of Mainframe 
need to handle those two, but every 
now and then the user (a force outside 
of the computer world) loads a game 
which could nullify and delete entire 
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sectors of the system should the user 
win. And | haven't even mentioned the 
slew of other characters we meet over 
the course of the series. 


Have | lost you yet? 


Anyway, the first season. and a half 
are pretty episodic and stand-alone. 
There are some little details here and 
there that carry over but each epi- 
sode pretty much ties everything up 
by the end. 


Midway through Season 2, overall 
arcs are introduced. This begins when 
AndrAla, an Al game sprite, down- 
loads her program onto Enzo’s icon so 
that she can exist outside the game. 
After this, a war between a creature 
from the web and Mainframe breaks 
out. Megabyte betrays the alliance 
with Bob (gee, didn't see that com- 
ing) and launches him into the Web, 
leaving young Enzo as the closest 
thing to a guardian the system has. 


In Season 3, Enzo and AndrAla, 
about to lose a game, change their 
icons to and from game-sprite mode 
so that they can use the games to 





hop from one system to another, thus 
compiling (growing up) faster than the 
outside world. They eventually decide 
to search the web for Bob so they can 
return home. Though when they do, it's 
pretty bad. Of course, everything even- 
tually works out and there's a musical 
number in the last Season 3 episode 
that recaps the entire season in case you 
are too lazy to watch the whole thing. 
However, there were hints throughout 
the season of a looming threat called 
Daemon. 


Season 4 combines the two movies that 
was made (albeit years later) 
which involve the battle with Dae- 
mon and then the appearance of 
a second (Copy? Original?) Bob in 
Mainframe. Unfortunately, the 
series ends on a cliffhanger. It is 
said that Season 4 was supposed 
to be three movies (broken into 12 
episodes) and a final, musical epi- 
sode. Sadly, these were never pro- 
duced. Though an online comic 
does exist that continues the story. 


Packaging 


All 47 episodes are collected on 
8 DVDs with a bonus disk which 
contains the special features. As 
for how it is all packaged... how 
to explain this? Ok. The DVDs are 
grouped up as follows: 


Seasons 142 / Seasons 3&4. 


Each volume has a slip case which holds 
2 slim cases (each slim case holds 2 


DVDs) 


The two volumes as well as the 9th 
disk (in its own slim case) as well as a 
20-page booklet containing episodes 
synopses and artwork, are housed in a 
larger slip case. While it can be tedious 
to pull out the specific disk you want to 
play, this is essentially a box containing 
the two volumes that were previously 
sold separately, plus extras. So | can see 
why they did it. Still, better that those 
fold out, 6-disk television series (I’m 
looking at you, He-Man, Buffy...) 


Video 


Seasons 1-3 are presented in their origi- 
nal 433 ratio with Season 4 being in wi- 
descreen. The transfers are beautiful 


and even season 1 (1994) looks good. 
Sure the animation may seem a little 
dated at times, but it still looks better 
than most traditional animation of that 
era. Watch an episode of the Simpsons 
from 1994 and you'll see what | mean. 


The colors are bright. The characters, 
though a little stiff at first, are well ani- 
mated. But it's the world that really 
steals the show. Mainframe STILL looks 
great and seems to be a character itself. 
The system lives, grows, thrives (some- 
times gets pieces deleted). 





Audio 


The sound effects, the voice work, the 
ambiance and the music are all here, 
still intact from the original productions. 
The audio is extremely clear and the 
voice actors do an amazing job (for the 
most part). The only things | noticed 
were a few audio hiccups in about 3 ep- 
isodes, but these are so rare and minute 
that they don't really cause any prob- 
lem. From what lve read about this, 
these are audio glitches on the master 
recordings. 


Special Features 


| feel that this is where the package 
lacks. There are a total of three bonus 
features in this set (not including specific 
episode commentaries). Fast Forward: 
The Making of ReBoot — an episode- 
long special that l'ue seen aired on tele- 
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vision once or twice where Megabyte 
"hosts" a behind-the-scenes glimpse at 
the production crew and the proces; 
they go through to make the show. This 
was made during the Seasoni/Season 2 
time frame. 


A Look Back with Co-Creator Gavin 
Blair — an interview where Gavin re- 
gales what it was like to work on the 
show and offers a couple anecdotes. 
Again, not very long but still interest- 
ing to watch. Original Animated Char- 
acter Models — This bonus begins with 
a title card telling us that the audio 
does cut in-and-out and that 
there's nothing wrong with our 
televisions. It’s amusing to take 
a look at some of the original 
character models as well as the 
studio promo reels of a couple 
seasons and characters. 


Compared to the final product, 
» it’s quite a leap. Nowhere to be 
ME found is anything on the Re- 
j Boot Rides, any other anima- 
tion from Mainframe Entertain- 
ment (though that may be due 
to legal reasons or whatever). 
For a show this breakthrough, 
| was really expecting more in 
terms of special features. 


In conclusion, | love ReBoot. | 
did then and | still do now. 
Does the show hold up over 
the years? You bet your ASCII. 
Would | like to see ReBoot come back? 
That would be alphanumeric. Al- 
though, with Tony Jay's passing a few 
years ago, finding the right voice actor 
for Megabyte will be required. 


Whether you enjoyed the show when 
it first aired, or if you are newly being 
introduced to the series, or if you are 
just a fan of animation, or if you want 
to show it to your kids.... | could go on 
with a list of reasons to get this and they 
would all be valid. 
Stay Frosty! 
Video: 10/10 
Audio: 9.5/10 
Features: 6/10 


Overall: (NOT an average) 9.5 
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ls it cinematics or a body count? Scripted action or randomized scenarios? There is a place for both the mind-numbing ac- 
tion as well as the more tactical strategy shooter. But is the mind numbing action that satisfying after the game is done? Do 
we care what comes from a very crucial operation that's relies heavily on the precise tactical objectives plus the secondary 


objectives? 


Am | delusional about FPS games needing to have precision shooting with headshots galore? It’s so heavily embedded in my 
mind that is what a FPS needs to offer. Yeah | believe that is all bullshit, but | have a hard time to think otherwise. We like to 
think that, but when you begin a FPS online match, you're lucky to break neutral or a few kills in the positive, unless you're 


WHAT I$? 


Story is important. We can't argue with 
that. Though for a game where we 
need to make to the LZ without dy- 
ing, stop a war before it even starts, or 
stage a massive operation to defeat the 
enemies of liberty, do we really need 
stories? There's no story there. So why 
bother make it heavily cinematic to the 
caliber of any action-movie trailer of 
today? 


These strong cinematics that make us 
excited about the games create a flaw 
within the game. The flaw is the game 
needs to be that spectacular and epic 
as the cinematics. This causes the action 
and missions to be scripted. This is bad. 
| just need to hill people shooting at me 


a hacker, really good, or camp. 


while | run to the chopper or whatever. 
There | fly and look at the boring well- 
rendered environments where I'll nev- 
er set foot in. While we fly, people are 
shooting at us, but that doesn't matter, 
their just shooting to wound. A build- 
ing explodes, but no one cares and the 
mission is over. lt does nothing to thrill 
the gamer; the gamer is just waiting to 
dig into the multiplayer. Most just don't 
touch the single player and play multi- 
player until the next installment in the 
franchise. 


This is what the game companies be- 
lieve a purely action shooter should 
consist of. Medal of Honor: Airborne 
and Call of Duty: World at War are 
good shooters, but their campaigns are 
unsatisfying and pointless half the time. 


A lot of the time, lm behind cover try- 
ing to pick off the protruding heads of 
enemies behind their cover. It’s tedious. 
It’s annoying. Why? You need to clear 
out the enemies and move a few more 
yards to the heart of their nest before 
the next wave rolls in. You do this re- 
peatedly before you can move onto the 
next phase of the mission. That's sup- 
posed to be fun? 


Vou start a mission; they give you ap- 
propriate weapons that best suit the 
mission each time. The objectives are 
trying to make you complete the mis- 
sion a certain way. The commanding 
NPC or the persistent suggestive text on 
the screen telling you to do something 
and this is the only way to stop the 
waves of enemies and advance through 
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the stage. Yes, Missions that implement 
combat scenarios to try give you an 
experience for the particular mission. 
Thank you, Mr. Video Game for treat- 
ing me likes a retard and telling me ex- 
actly how to go about my mission even 
though there's only one path to the end. 


The Delusional think that FPS games 
if you're good, there should headshots 
galore. Even | think this, but | know it 
is a wrong way of thinking. Why | think 
that is because it's the end result of get- 
ting extremely great at the genre and 
certain games. 


WHAT USED TO BE... 


What happened to killing a monster or 
enemy human and feeling proud you 
blasted their innards all over the wall? 
Can you really make a cinematic mas- 
terpiece out of a game where you kill 
people? What happened to going into a 
building and there is a tangible number 
of hostiles to neutralize? Is it the delu- 
sional headshot master or the weapon 
master with creative kills? 


Games you really had to play to see the 
fun things they had to offer. Stuff where 
the only way to discover these things was an act of boredom 
and uttering, “What if | do this?” You find a cool secret, glitch, 
pop-culture reference of some sort, or a strange way for the 


CPU's to die. With no cut scenes or dialogue, these were the 


things that gave the games personality and attitude. 


And yes, the blood, the gore, and the chunks of meat flying ; 





around after you kill them are always a good plus. | always S 


praise games that aren't afraid to use a lot of blood and | 


make interesting slow deaths. Unlike games that are trying 
to be realistic and scale back the blood and such. It's fucking 
2011! They can't make character models losing limbs, chunks 
of their torso? But we still fucking have those character mod- 
els after their dead, they become transparent and your bul- 
lets just hit the floor underneath them! Or would that be TOO 
REAL for gamers? 


WHAT I WANT TO SEE 


| don't care about: high-end rendered cinematics, scripted | 


action, and combat scenario styled missions, long narratives 
that attempt to set the mood, stupid NPC banter, high-end 
rendered environments that are just eye-candy, forced to 
pick off enemy combatants behind cover, and delusional 
gamers who think their epic in multiplayer. Wow there's a lot 
wrong with this video game genre. 


My ideal FPS game would include: Graphic bloody messy 
deaths. Interesting slow deaths. Default high difficulty. Fun 
weapons. А fun compelling plot that doesn't take itself so 





freahing seriously. Little to no cinematics (Looh at Portal 2, 
it had no cinematics and that game is pure perfection). Set 
number of enemies that matter if they live or not. Open field 
combat, enemies that don't die easy, and do whatever it 
takes to hill them(you know when you gotta put 20 shotguns 
rounds in a mini-boss?). A few key Easter eggs lying around. 
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away from that. Story is Rey. As much 
fun as weapons, killing, and finding se- 
crets are. That’s what we come for, but 
we stay for the storyline. What makes 
a game perfect is an in-depth story, 
where it has a subtle epicness to it, and 
you’re hooked to progress through the 
single player. And it becomes personal 
and | want to kill the mastermind be- 
hind all the shit going down. 


Balance that with, where | get the itch 
to put in a good hour of gameplay and 
get a fix from the first few levels or mis- 
sion select. Just put me in the shit, give 
me some weapons, and release the cow- 
boy in me. And if | want be serious and 
complete it, it shouldn't be easy, and 
force me to give it all | can and then 
some. If | die, don't put me right back 
after the cinematics where the final boss 
engages me in combat. Take me all the 
way back to the start of the final mis- 
sion. Or better yet, make the last 3 mis- 
sions integrated into one where there 
are points to stock up and heal up, but 
if | die at any point; start me back to 
the 3rd last mission. 


* in 


That's how old platformers made the 
final boss engagement more personal 
and crucial and you felt you had no 
chance but your still the determined 
because it wasn't easy to make it to 
that point and there was no way you 
wanted to run through it all over again. 
Am | asking for too much? Or as the 
majority of gamers become so sensitive 
to the point where they must demon- 
ize such hardcore difficulty and rather 
play a game that just requires a certain 
amount of time to invest where any 
person of any age is capable of com- 
pleting the game from beginning to 
end? If that's the case, you shouldn't be 
a gamer or call yourself one. 


LETS CLOSE 


If people have been following my blogs 
and or just my opinion in general, gam- 
ers might find flaw with this piece. But 
really, if you look back or just listen to 
what | have to say. | don't out right 
hate the genre. In previous blogs, | gave 
A shotgun is classic, always satisfying to open a door, enemy growls, your first reac- my honest opinion why these games 
tion is fire. The roar of the gun going off, hearing the splattering blood, the enemies are bad and what they're doing to the 
dying cries, and looking over the heap of blood, guts, and remains. Though, more genre. And here | am again saying, 
interesting and a combination of weapons is always great. “How does this weapon there is a place for modern day shoot- 
work?” Find a monster, test it, weapon charges, it releases, an orb floats slowly, ers, but there needs to be more of the 
and a mini nuclear explosion happens in front of your eyes. No monster is walking fps | speak of. 
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Calendar - July 2011 








Resident Evil: The Mercenaries 3D 


Earth Defense Force: 
Insect Armageddon 





60 /PS3 Wii Minte; 


fein mer E. 1 ! Soldier 
pu E ла 


NEXT MONTH: 


Max Payne 3 e 
Tom Clancy's Splinter Gell Classic Trilogy HD 4 м 


Other Game Releases: 


Super Street Fighter IV - PC - July 2011 


Bleach: Soul Resurrección 
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Video Game Releases of the month 





Virtua Tennis 4 
Di ЖАПА 
HAL LLOWS 





Ancient Spirits 


ter and The Deathly Hallows " i ^ 


53 Wi Nintendo DS e. 






pnmo 
he Sims 3: 


El Shaddal: Asc 








From Dust 
PC Xbox 360 


UFC Personal Trainer 
ЕЧ 


Release Dates from July 18, 2011. 
Game's release dates may change during the month. 





Insanely Twisted Shadow Planet 

Fruit Ninja Kinect 

Captain America Super Soldier 

Sword of the Stars Il: The Lords of Winter 





No More Heroes: Heroes Paradise A ; 
Toy Soldiers: Gold War | 
Deus Ex: Human Revolution / 

The Lord of the Rings: War in the North = 


Ti 











| think 83 pages for this month is enough, besides | freaking brought back the 
Calendar! Damn it it took toooooo damn long, but whatever; Now | know 
how to do it on this program, oh science. 


Well | think this is going to be more a letter to Chad and April who got Ma- 
rried a few months ago... | think or was it weeks... damn memory anyway... 


To: Chad and April 
From: Me... Hybrid... the Rain... with a popsicle... 


| give you my congratulations, | wish you for the best and | hope everything 
you wish for comes true and that Chad you never cut your hair... and maybe 
grow bach a bear or we will call you Shaggy... again. April, was fun to met 
ya on SGC and | know both of you will be a great couple, you are awesome, 
make him do the laundry :) 


But in all seriousness, have a great life and enjoy the small things. 


Oh and yeah my Wedding Gift is this fan art done by my friend 
LovelyDaggy, use it on your phones or wallpaper. 


Peace! 


CHAD/AND/APRIL 
CONGRATULATIONS! 
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